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Introduction 


Introduction 


Of all the wondrous worlds visited in the Star 
Wars movies, two of the most memorable are 
Yavin and Bespin. This volume, Guide Guide Two, 
examines these planets and their systems in 
order to provide information for gamemasters, 
players, and the legions of Star Wars fans every- 
where. 

Yavin is the planetary system first introduced 
in Star Wars IV: A New Hope. The fourth moon of 
this planet served as a secret base for the Rebel 
Alliance. It was to this lush, tropical moon that 
Luke Skywalker and Leia Organa carried the sto- 
len plans for the Death Star battle station. It was 
in this out-of-the-way system that the Rebels 
staged the impromptu Battle of Yavin when the 
Death Star unexpectedly arrived. 

The Rebels abandoned the system shortly 
after the conclusion of the battle. The Alliance 
cells evacuated and relocated several times dur- 
ingthe ensuing three years as they tried to avoid 
detection by and confrontation with the Imperial 
armada organized to hunt and destroy them. But 
they left behind a rich area for building other 
stories and adventures. 

Bespin is the planet visited by Han Solo and 
Princess Leia in The Empire Strikes Back. This gas 
giant features legendary Cloud City, floating high 
within the planet's atmosphere. It was here that 
Solo took his prized ship Millennium Falcon for 
repairs, hoping his old friend Lando Calrissian 
would beableto help him. But the Empire arrived 
first, setting a trap for the heroes. 

Cloud City and Bespin, home to Tibanna gas 
mining, luxurious gambling parlors and Ugnaught 
laborers, is a bright stopping point in an other- 
wise dismal portion of the galaxy. Governed by 
Lando Calrissian and protected by the Bespin 
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Wing Guard, this city in the clouds is truly one of 
the wonders of the galaxy. However, Han and 
Leia found that this cloud had a black lining 
hiding just out of sight — Darth Vader and the 
Empire. « 

But that is the future. This edition of the Gal- 
axy Guide series explores these very different 
worlds as they exist after the destruction of the 
first Death Star — during that three year period 
between A New Hope and The Empire Strikes Back 
movies. 

Note that in this time frame, many of these 
worlds hide secrets yet to be discovered by 
inhabitants of the Star Wars universe. In particu- 
lar, some of the settlements on Bespin other than 
Cloud City and the darker mysteries of Yavin 
Four have yet to be explored. These locales will 
be covered in the appropriate New Republic era 
sourcebooks. : 

In this product, we'll examine the wildlife, the 
environments, and the natives that inhabit these 
similar, yet vastly different worlds. We'll take a 
look at other parts of the respective star sys- 
tems, and view any special operations currently 
being conducted by Alliance, Empire, or inde- 
pendent agencies. We'll meet those characters 
that typify the inhabitants and visitors to the 
systems so they can be dropped into a game 
session quickly and easily. And we'll take a look 
at some sites of interest, and provide a number of 
adventure ideas for ambitious gamemasters to 
develop. 

Come with us to the ringed moons of Yavin, to 
the billowing clouds of Bespin. There are new 
species to meet, new worlds to explore, new 
dangers to face, and new challenges to confront. 

Now, let's start our tour ... 
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Yavin System 


The star system designated "Yavin" in the 
Imperial Planetary Record is located far from the 
Galactic Core. It does not appear on most 
astrogation charts. Itis not on a major hyperspace 
lane. In fact, little marks this star system as 
significant — other than its happenstance as site 
ofthe Rebel Alliance's first major tactical victory 
against the Empire in the on-going Galactic Civil 
War, and more recently, its ability to produce 
certain rare gemstones much sought-after in the 
Empire. 

The Yavin system was first officially surveyed 
during the Galactic Expansion era of the Old 
Republic many millenia ago. As per standard 
practice, the name Yavin was given to both the 
star and the major planet in the system. The 
original discovery report cataloged the system 
as "Unset" — unfit for human settlement. Fur- 
ther, the report listed it as devoid of intelligent 
life, and probably devoid of any life whatsoever. 

Such a classification can be understood if one 
views the system as the early explorers did. 
Upon entering the system, a ship's sensors first 
detect a bright orange sun that is approaching 
the end of its middle-age cycle. Orbiting this 
medium-sized sun are three planets — none of 
which appear particularly inviting to most 
lifeforms. 

The planet closest to the sun is a large sphere 
made up of unstable land masses and seas of 
boiling mercury. The next planetary orbit is oc- 
cupied by an arctic world covered by rolling 
oceans and large ice floes. The last planet in the 
system is by far the greatest in size. It is a gas 
giant to which the explorers gave the system 
name — Yavin. 

After a brief cursory examination of each of 
these planets, which included an appended note 
about the numerous moons around the gas giant, 
theteamleftthesystem and headed for their next 
destination. Yavin remained a brief footnote in 
the galactic registry until, many years later, a 
major Rebel base was set up on the fourth moon 
of the giant gas planet. 
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It was in this out-of-the-way system that the 
Imperial Death Star tracked down the Rebel agents 
whostolethe plans to the battle station. The data 
was studied by Rebel technicians and tacticians 
on the moon outpost, and an assault plan was 
devised. It would be tested earlier than antici- 
pated when the Death Star arrived in system, 
following the Rebel agents. In what is now called 
"The Battle of Yavin," the Rebels marshaled ev- 
ery spaceworthy attack vessel on hand and 
launched their planned but unrehearsed attack 
on the approaching battle station. 

For the Empire, the upcoming battle was seen 
as the ultimate test of its newest weapon. It 
promised total annihilation of the leadership of 
the Rebel terrorist organization. For the Rebels, 
the battle had only two possible outcomes — 
survival or destruction. In the end, skill, bravery, 
luck, and the Force won out. The Imperial battle 
station was destroyed and the Rebel base was 
abandoned. The wreckage of the Death Star still 
orbits Yavin, more debris to add to its shining 
collection. 


Fiddanl 


The first planet in the Yavin star system, 
Fiddanl is a hot, toxic world devoid of life. The 
name seems to have been applied not by the 
scouting or site-survey crews, but by arecording 
clerk in the Imperial Xenodetic Survey depart- 
ment. No reason is given for the change in desig- 
nation from 96NK3F2 to the current name, but it 
is likely that the clerk was of the Nuiwit (“Altorian 
Lizard") species, as Fiddanlis a popular pet name 
among Altorians. 

First planets are rarely hospitable places, be- 
ingtooclosetotheheat sourceofthesystem, too 
vulnerable to solar winds and magnetic anoma- 
lies, too threatened by the immense powers that 
fuelastar. Fiddanlis no exception to this rule. Its 
flattened surfaces sport a garish mix of colors 
and shine brightly in the star Yavin's orange 
light. 
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The world is very dense — the core seems to 
consist of a roughly spherical lump of alloys of 
gold and platinum, with large intrusions of pure 
ore. Fiddanl’s mantle is a shallow layer of liquid 
mercury. The comparatively lightweight conti- 
nental plates float freely atop this mantle, giving 
Fiddanl its characteristic rapid continental drift. 
Observation holos show landmasses migrating 
as much as 630 kilometers a day. 

Where continental plates end, Fiddanl sports 
a roiling sea of mercury welling up from the 
mantle. This quick-silver surface reflects a great 
deal of sunlight, making the aspect of the planet 
from offworld garishly beautiful: a paisley patch- 
work of continents netted by shimmering lace. 

There are 18 landmasses of sufficient size to 
earn the designation "continent," though they 
are difficultto identify by eye. Continual collision 
among the continents results in small islands 
calving off the main landmasses, changing the 
shoreline of each mother continent significantly 
in the process. The islands tend to have brief 
histories, often grinding into dust between two 
larger masses, or subsiding in a collision that 
overpowers their small stature. 

Fiddanl's surface crust is a motley of rich red 
Cinnabar and lemony-orange sulfite compounds, 
purple manganese deposits, and a plain gray- 
green base rock. Continents do grow in size, as 
encrustations amalgamate along unbroken shore- 
line and vapors oxidize or condense in the night 
air. The heavy gravity and anchorless lands miti- 
gate most vertical buildup, so that terrain on 
Fiddanl is generally flat or gently rolling overall. 
Plates cannot throw up mountainous folds of 
earth when impacts merely redirect the 
landmass's drift like skittles on an antigrav table. 

The diameter of the planet is nearly 15,000 
kilometers — somewhat less from pole to pole, 
due to the flattening effects of rotation and tidal 
pull. The period of revolution about the sun 
Yavin is three-quarters of a standard year, and 
the local *days" on Fiddanl are of about 18 stan- 
dard hours duration. 

Remarkably, the atmosphere of the world is 
stable, with airborne nitrogen and sulfur com- 
pounds precipitating excessive mercury that boils 
up in small explosions. The thin layer of atmo- 
sphere cloaking Fiddanl suffers the usual pertur- 
bations of storms and high-low pressure gradi- 
ents, but these are not the all-encompassing 
cyclones ofa gas giant. Rather, Fiddanl’s weather 
patterns seem as paisley as her mineral deposits, 
scattered here and there across her broad face, 
none more than a teacup tempest. 


Lifeforms 


Fiddanl's chemical make-up is obviously toxic 
to Humans and most other species in the Empire. 
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None of the standard indicators of life tested 
positive in either of the two passes or in any 
series that the probes ran. Additionally, no evi- 
dence of organic growth is present in the holos 
shot by the second round probes — though the 
submersible cameras collected some astonish- 
ing footage of crystal build-up on the lee shore of 
onecontinent. If therates of growth recorded are 
average, it is understandable why the continents 
have not battered each other into oblivion. 


Economic Desirability 


If mercury were an important component in 
starship design or health services, Fiddanl would 
eventually be considered as a source of refinable 
raw material. However, development is not cur- 
rently justifiable, given Yavin system's distance 
from the galactic centers of ship building and 
medicine. The risks to health promised by the 
atmosphere, especially considering the lax en- 
forcement of code among itinerant miners, and 
the uncertainty of landing a mining scow on the 
moving continents preclude any real test of the 
probes' composition reports. 

It goes without saying that the core materials 
are beyond exploration. 


Stroiketcy 


It is probable that this planet is a captured 
comet, a heavenly body drawn into the realm of 
themundane when its proximity to Yavin system 
grew too great. The name given it comes from the 
Corellian, meaning "tailed one." 

Stroiketcy shows all the hallmarks of a wan- 
derer: her diameter is small, her chemical bal- 
ance is unevenly tipped toward the effluvial ele- 
ments of deep space, her core is an aggregate 
rather than a mixture. Further data about both 
her rather eccentric orbit and the precise dating 
of her subsurface bedrock can confirm her ori- 
gins. 

The most significant feature of Stroiketcy's 
composition is the 93.4 percent water surface. 
Barely any rock shows on the face of this arctic 
world: probe passes have identified less than a 
dozen permanently visible outcroppings. 

The ocean depth varies, but below its surface 
lies one compacted lump of rock. No indications 
of plate tectonics or volcanism are present, and 
the core of the little world appears to be cold, not 
molten as first suggested. 

From offworld, Stroiketcy has a small but vis- 
ible “tail” of trailing atmosphere. Initial measure- 
ments give its depth as close to five times that of 
the leading face of the planet. As Stroiketcy is still 
inward-bound on her orbit of Yavin star, it is 
probable that the tail will increase further. 

As mentioned above, Stroiketcy is a water 
world. However, the coldness of the atmosphere 
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dictates that not all the water is liquid. Ice floes 
tens of kilometers across drift the restless sea. 
Two permanent caps, labeled Vanyets and Tsorria 
by the explorers, or “over” and “under,” respec- 
tively, mark the polar axis. 

High levels of iridium, heglum, and malsarr in 
suspension show Stroiketcy's intimacy with the 
void, and the agitation of her seas. Submersible 
probes measured wave heights up to 80 meters. 
These are almost certainly rogue waves, and 
when they are eliminated from the data, the aver- 
ageseas run a more manageable four to 10 meters. 

Eccentricity appears to be the watchword of 
this world.Stroiketcy demonstrates an extremely 
ellipsoidal orbit, passing the sun in second-planet 
position only 100,000 kilometers from Fiddanl's 
path, though in a different ecliptic plane. On her 
far arc she swings vastly outside the orbit of the 
gas giant, Yavin. 

With such an elongated orbit, thelocal year on 
Stroiketcy is close to nine and a half Galactic 
Standard Years. The seasons, furthermore, are 
unevenly divided, as the proximity to her sun in 
"summer" causes Stroiketcy to speed up and 
slingshot through that season, while “winter” on 
the far end of the arc passes slowly by. 

Another effect of the close summer orbit is a 
warming of the planet's sea — with a presumed 
raising of sea level as Stroiketcy's massive ice 
floes melt. The reverse process — cooling seas 
resulting in deeper and more extensive freezing 
in the winter season — may mean that at the height 
of winter, Stroiketcy has no open water at all. 

Storms on Stroiketcy are not particularly vio- 
lent, perhaps because of the lack of strong tem- 
perature changes within the day-night cycle. 
However, rainfall and fog do seem to bethe norm, 
and holographic data from the surface is poor to 
useless. 


Lifeforms 


Though there are no active cultures in the 
samples tested, indications suggest that there 
may be monocellular life on Stroiketcy in the 
summer years. Organocrystallinestructures found 
in open water compare favorably with therubygrub 
cysts on Loth, for instance, and none of the “univer- 
sal toxins” are present in more than trace quanti- 
ties. The greatest deterrent to life on this planet 
seems to be the extended cold period; the thinness 
of the atmosphere runs a distant second. 


Economic Desirability 


Water is Stroiketcy’s major feature, and water 
would seem to be her greatest asset as well. The 
ice floes exhibit great chemical purity, and even 
the liquid seas require little more than filtering to 
yield potable results. The lack of land suggests 
aerial harvesting techniques and equipment, but 
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such equipment is prevalent on many worlds, 
both in the private sector and though Imperial 
agencies. 

A radical interpretation of the geographic po- 
sition of Stroiketcy’s land pinnacles and tidal 
patterns suggests that at some middle point in 
the planet's orbit, sufficient ice may have formed 
to lower the seas and expose small islands of dry 
land. A surveyor probe targeted for this window, 
oramanned flight, could prospect for iridium or 
malsarr ore deposits in the bedrock at this time. 


Yavin 


Yavin's equatorial diameter of 192,478 kilome- 
ters and its dense atmosphere, which reaches a 
depth of approximately 65,000 kilometers, easily 
place it within the category of planets known as 
"gas giants." 


The Making of Large Moons 


There is a great debate among planetolo- 
gists regarding the formation of large moons 
orbiting gas giants such as Yavin. There are 
three current theories of formation, none of 
which are proven, and all of which have 
their proponents within the ranks of today's 
planetologists. 

The oldest theory of the formation of 
large moons, and perhaps the most popular 
for the last few hundred years, proposes 
that large moons were once part of the 
parent planet. Somehow, this part was bro- 
ken off and hurled into orbit around the 
planet. However, planetologists who ad- 
here to this theory have yet to devise an 
explanation that will convince all planetolo- 
gists of the possibility of this phenomenon. 

The second theory proposes that large 
moons were once foreign bodies traveling 
past a planet. The planet’s gravity “cap- 
tured” the body as it passed. The problem 
with this theory, according to the math- 
ematics of some planetologists, is that it 
appears improbable that a large moon hur- 
tling past a planet would be captured by its 
gravity rather than colliding with the planet 
orjust rushing past with its path slightly bent. 

The third and equally arguable theory 
states that as a star system is being formed 
out of a swirling cloud of cosmic dust both 
the parent planet and its large moon were 
formed in their current and relative posi- 
tions. Yet, some planetologists vehemently 
argue that there is no probable reason why 
two planet-sized bodies would form in such 
proximity. 
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As with most gas giants, Yavin is surrounded 
by numerous moons. lf tracked and charted, the 
orbits of many of the moons would prove to be 
gathered in a series of “rings” around the planet. 
Yavin's mass of 323.7 (as compared to the Galac- 
tic Standard mass designation "1" for planets 
proving habitable to humanoids), its concomitant 
gravity of 2.74 times the Galactic Standard, and its 
placement in the Yavin system as the planet who's 
orbit averages the greatest distance from the cen- 
tral stellar body make Yavin a veritable “moon 
trap,” or “moon maker,” depending upon which 
theory of the formation of moons one accepts. 

Viewed from a distance, the atmospheric sur- 
face of Yavin presents itself as a translucent and 
softly lambent globe banded with a myriad of 
colors and freckled by a number of circular and 
oval spots. Even the hemisphere of the planet 
that is not facing the sun seems to glow with a 
gentle rainbow of light. Yet, Yavin is not a light- 
producing body; there is no nuclear fusion reac- 
tion occurring that would produce sunlight. 

All of the light that seems to emanate from the 
planet is light that originated at the sun of this 
system. The sunlight that is not reflected off the 
multi-colored atmosphere of Yavin penetrates 
the dense atmosphere and is refracted within the 
cloud cover and around the solid core of the 
planet, eventually bouncing off atmospheric par- 
ticles, or even off the icy planetary core, and back 
out through the atmosphere. This process of 
reflection and refraction causes the planet to glow 
and shimmer against the dark backdrop of space. 

A closer view of Yavin produces a more de- 
tailed interpretation of the striated colors that 
band the planet. Within each of the parallel belts 
of greens, yellows, blacks, grays, and tans, other, 
smaller, swirling bands braid and intertwine with 
the primary bands. This gives the atmospheric 
surface of Yavin an almost deliberately woven 
appearance, as if some primitive artists from the 
northern tribes of ancient Delderaan had intri- 
cately woven a ball of multicolored yarns and 
then tossed it high into the night sky. 

Also, at this closer perspective, the freckle- 
like markings on the surface of Yavin’s atmo- 
sphere resolve themselves into huge, cyclonic 
storm-spots of white, blue, orange, red, and 
brown. These circular and oval cloud formations 
range in size from approximately 12,000 to over 
35,000 kilometers in diameter. 

Like most gas giants, Yavin's period of rotation 
is amazingly fast. The planet turns upon its axis in 
under one-half of a Standard Day. The period of 
Yavin's revolution about the sun of the system is 
slightly over 13 Standard Years and thus, its moons 
have “years” over 13 Standard Years long. This 
speed of rotation and the composition of the atmo- 
sphere are what cause the equatorially parallel 
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bands of color and the cyclonic storm-spots — the 
freckles — in Yavin's atmosphere. 

The beauty of Yavin's appearanceis the direct 
result of the violence of its atmospheric distur- 
bances. At the equator, the winds in the midmost 
atmospheric band are normally in excess of 600 
kilometers per hour. Winds in the cyclonic storm- 
spots often exceed that speed by three and four 
times. The turbulence of the atmosphere causes 
the braided appearance of the eternally restless 
bands of color. That turbulence also causes some 
of the atmospheric belts to move in a retrograde 
motion (amotion opposite to the majority of bands), 
moving west to east across the face of the planet. 

The highest clouds on Yavin are made up 
predominantly of ammonia snowflakes kept in 
suspension by the turbulence of the atmosphere 
which constantly roils upward from the lower 
levels of the troposphere into the ceaselessly 
racing colored bands. The presence of other 
elements is what gives color to the clouds of 
Yavin, which would be white to gray without 
these additions. Nevertheless, the atmosphere, 
perhaps the entire planetary construct, is prima- 
rily composed of hydrogen and helium. 

The abundance of hydrogen and helium on 
Yavin is of great interest to planetologists, since 
these two light gases are relatively rare on most 
of the known, habitable worlds, having been 
“burned off” by their proximity to their suns. Yet, 
these two elements are the most common ele- 
ments found in the stars and interstellar matter 
forming the major portion of the galaxy. 

Not only does this state of conditions make 
the composition of Yavin more similar to that of 
astar than to that ofa planet, but it also indicates 
that there has been amazingly little change in 
Yavin since the formation of the Yavin system 
more than 7.5 billion years ago. Much of the 
hydrogen, helium, and interplanetary dust (the 


basic building blocks of star systems) of Yavin 
never formed into a solid planet, except at the 
core, but merely gathered into a globular, planet- 
like mass which has not evolved further sincethe 
creation of the Yavin system. 

Beneath the frozen ammonia crystals of the 
uppermost portion of the atmosphere is a layer 
mostly composed of ammonium-hydrosulfide 
mixed with carbon-tetrachloride. Below that level 
of foul smelling components is the bottommost 
layer of Yavin's atmosphere, a swirling layer of 
frozen water and frozen liquid hydrogen crystals. 
Beneath the atmosphere is the planetary core. 

Surprisingly, even though the comparatively 
small planetary core of Yavin is composed al- 
most entirely of hydrogen and helium, the planet 
has a powerful magnetic field. Evidence for the 
existence of that magnetic field is found in the 
huge zone of electrically charged particles gir- 
dling Yavin. These charged particles originate in 
the system's sun. As they pass near the planet, 
Yavin's magnetic field attracts and then traps the 
particles in an orbital zone. Circling the planet, 
the moving charged particles generate radio 
waves which can be detected millions of kilome- 
ters from Yavin and which first lead planetologists 
to their awareness of the planet's magnetic field. 

The apparent anomaly in this case is that for 
such a magnetic field to exist about a planet, the 
planet must have a metallic core. At least, that 
has been the case for all of the relatively few 
planets discovered so far that have encircling 
magnetic fields. 

The explanation for this phenomenon lies in 
the tremendous pressures exerted upon the hy- 
drogen at the core of Yavin. The pressure on the 
planet rises from five Standard Atmospheres at 
they very top of the cloud layer to over a million 
Standard Atmospheres (1.28 million kilograms 
per square centimeter) at the center of the plan- 
etary core. Under this immense pressure, the 
electrons of compressed hydrogen atoms are 
stripped from the nuclei, and the hydrogen acts 
as if it were a metal capable of conducting elec- 
tricity and producing the magnetic field encir- 
cling the planet. 


Life on Yavin 


Life is one of the most tenacious of forces 
found in the galaxy. Given even the most remote 
possibilities of success, it will make a supreme 
effort at coming into being. Having actualized its 
potential, it will adapt, grow and, in most cases, 
flourish. Such is the case on Yavin, a planet 
uninhabitable to humanoids, but not to the na- 
tive lifeforms found there. 

At the indistinct, frozen, slushy line of demar- 
cation between planetary core and atmosphere, 
134 known species of *crawlers" have been dis- 
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The Smaller Moons of Yavin 


As with large moons, planetologists pro- 
pose three theories for the formation of 
smaller moons and planetary rings. How- 
ever, in this case, they are in agreement that 
all three theories are necessary to explain 
the existence of smaller moons and rings. 

The first theory states that as an im- 
mense cloud of dust and gas collapses in- 
ward to form a planet, some of that matter 
is left orbiting the body of the planet. Be- 
yond the Ambak limit, particles could clump 
together into moons. Within the limit, par- 
ticles cannot merge. (Ambak was a Mon 
Calamari physicist who proposed that there 
is a distance from a planet — relative to its 
size and gravity — beyond which moons 
can exist or be formed through the process 
of accretion of leftover matter, andinside of 
which they cannot, because of the planet’s 
gravitational pull and the varying speeds of 
the orbiting particles.) 

The second theory proposes that co- 
metary or larger bodies captured within the 
Ambak limit can be torn apart into smaller 
particles by the gravitational pull of the 
planet. 

The final theory posits that a moon can 
exist within the Ambak limit, if that moon 
formed while the gas and dust of the planet 
was still collapsing into solidity. As the 
planet grew, the limit was pushed past the 
existing moon, which has not yet been torn 
apart by the parent planet's gravitation. 


covered through long-distance observations 
made from high in the atmosphere. It is assumed 
that these flattened creatures are non-sentient, 
but no one knows for sure, since contact has 
never been established and probably won't be 
for centuries. 

Forall practical purposes, crawlers are almost 
two dimensional, havingalength and width many 
times any height they may attain. They exist in 
sizes ranging from small, rag-shapes (centime- 
ters across and perhaps a millimeter high) to 
immense blanket-shapes (hundreds of kilome- 
ters across and up to two decimeters high). Each 
of them, even the smallest, moves inexorably 
across the slushy surface of Yavin, feeding on 
trace elements and reproducing by fission, un- 
der atmospheric pressures that would crush a 
humanoid out of existence. 

The atmosphere of Yavin is home to dozens of 
species of "floaters," non-sentient gasbags and 
gliders that exist in a variety of shapes and sizes 
and that float and drift on the currents and 
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eddies in Yavin’s dense atmosphere. Most of the 
floaters are nonpredatory, but two species are of 
the hunter variety and prey upon the other 10 
types of floaters. 

Because the internal pressures of the floaters 
are self-regulating, they can exist through all 
levels of the deep, dense atmosphere on Yavin. 
However, since they are fragile in structure, rela- 
tively speaking, any contact with the surface of 
Yavin or with the crawlers resident there would 
tear the floaters to shreds. 


m Non-Predatory Floater 
Type: Atmospheric floater 
DEXTERITY 1D 
PERCEPTION 1D 
STRENGTH 4D * 


Size: 30-1,500 meters long 

Scale: Starfighter 

*4D is the minimum Strength of a small floater — the 
larger a floater is, the greater its Strength will be. 


Capsule: Non-predatory floaters are essentially 
great herbivores which drift on the eddying cur- 
rents of Yavin, feeding on floating algae and other 
minute creatures. They vary greatly in size and 
shape, from simple gasbags to complex, tentacled 
creatures. 

The floaters are not very intelligent, but have 
limited perceptions which allow them to detect 
(and sometimes avoid) predators and obstacles. 
Lateral movement is dependent upon the direction 
of the wind, but floaters can elect to gain or lose 
altitude by either expelling or generating the gases 
which give them bouancy. 

As delicate as these gentle giants are, they pose 
athreat to ships, since their huge size and mass can 
badly damage a smaller craft (use the scaling rules 
in conjunction with the floater's Strength to deter- 
mine how they interact). 


Galaxy Guide 2: Yavin and Bespin 


m Floater Shark 
Type: Floating predator 
DEXTERITY 3D 
PERCEPTION 2D 
Search 4D, sneak 3D 
STRENGTH 6D 
Move: 175; 500 kmh 
Size: 30-50 meters 
Scale: Starfighter 


Capsule: This huge predator has a rather broad 
definition of food, and will attack and attempt to 
consume anything that moves, including ships. In 
attack posture, muscular fins allow it to move in 
pursuit of prey, but often it will simply drift and wait 
for prey to enter its field of perception. The floater 
shark is vulnerable to ship-mounted turbolasers, 
but smaller beam weapons will not affect it. Ram- 
ming it with a ship at least as large will destroy it, 
but may also damage the ramming craft. 


m Floater Squid 
Type: Floater predator 
DEXTERITY 2D 
PERCEPTION 2D 
Search 6D 
STRENGTH 6D 
Special Abilities: 
Tentacles: Do STR+1D damage. There are from 10 to 50 
tentacles on a floater squid. 
Move: 105; 300 kmh 
Size: 300 meters 
Scale: Starfighter 


Capsule: This enormous predator is a great mass of 
tentacles suspended by a huge gasbag. It moves 
through the atmosphere by taking in the air of 
Yavin and ejecting it. It is voracious eater, con- 
stantly on the prowl and willing to attack anything 
of any size, including floater sharks and space- 
ships. It is vulnerable to turbolasers, but not much 
else short of ramming it. A hit on the gasbag will 
cause it to lose altitude. 
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Yavin's Moons 
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ENNYavins Moons 


Theplanet Yavinis framed by numerous moons 
of various sizes, spinning majestically around 
the gas giant. Some are planet-sized themselves, 
although Yavin proper dwarfs even the largest 
satellites. 

The moons share the same solar orbit as the 
gas giant they orbit. A year on any of these moons 
is therefore approximately 13 standard years in 
length. Since the length of a day on a planets is a 
function of how quickly it is spinning, various 
moons will have days of varying length. 

Three of these larger satellites, designated 
four, eight and thirteen by the original explorers, 
are capable of supporting a wide range of life. The 
smaller moons, ranging from a few kilometers in 
diameter and up, do not have the gravity or 
atmosphere to sustain most living organisms. 

It is certainly astounding to discover a single 
gas giant which alone has birthed four sentient 
species at various points in its existance. It is 
possible that some of the intelligent species in- 
habiting Yavin’s moons are not native to the 
system, but no evidence has yet been discovered 
to support this hypothosis. It may be that in 
terms of spawning life, Yavin is just one of the 
miracles of the universe. In any case, all three of 
the larger satellites have harbored intelligent life 
at one point in their histories. 

Of the three larger satellites, Yavin Four ap- 
pears as a shining emerald in the gas giant’s 
necklace of moons. A jungle moon, Yavin Four is 


rich with plant and animal life, but contains no 
intelligent species — at least not anymore. 

Yavin Eight possesses a different climate, and 
has a different ecology than the jungle moon. 
While there has been no evidence of intelligent 
life thus far, visitors will eventually discover that 
Yavin Eight does indeed harbor intelligent life. 
An amphibious species, the “Melodies,” dwell in 
the mountain ranges spanning the equator. They 
have been missed by past exploration expedi- 
tions because they seldom range far from their 
deep mountain valleys. The Melodies may be 
discovered by the characters, or they may go 
undiscovered for years. 

Until recently, Yavin Thirteen was thought to 
be devoid of intelligent species. The latest scout- 
ing expedition, funded by the Empire, uncovered 
two new species living upon this desert moon, 
the Gerbs and the Slith. 

It was noted briefly in the introduction that 
Yavin and its moons hide secrets which will not 
be uncovered for years or decades yet. The Dark 
Lork of the Sith, Exar Kun, for example, lies in 
restless imprisonment in an ancient temple in 
the jungles of Yavin Four. 

Discoveries regarding these moons made in 
the years of the New Republic will be discussed 
in supplements detailing that era. It is suggested 
that gamemasters setting their campaigns in the 
classical Star Wars era avoid delving too deeply 
into the dark mysteries of Yavin Four. 
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EN Yavin Four 


The first satellite of any practical size, Yavin 
Four is a Human-standard world supporting a 
rich diversity of flora and fauna in lush, warm 
tropical jungles. 

The warmth of Four's biosphere cannot be 
explained by core radioactive decay alone. In- 
deed, measurements returned by initial probes 
indicate only marginally higher than mean levels 
ofradioactivity, though these arecomplemented 
by elevated levels of both oxygen and carbon 
dioxide in the atmosphere, causing the world to 
retain more of the heat it generates. 

The answer lies in the relative youth of the 
moon — it is likely that some of the heat is 
residual to its formation — and in the fairly 
strong tectonic action that lets heat escape from 
the very depths of the satellite. 

Some 69 percent of Four is landmass, with 
wide rivers and deep lakes puckering the jungle. 
Volcanism exists, and many mountain ranges 
ridge the surface crust. The climate varies only 
slightly by latitude and altitude, remaining within 
a warm to hot 15 degree Galactic Standard (cen- 
tigrade scale) range virtually surface wide. 

The green moon of Yavin has four continents, 
six interconnected oceans, and one landlocked 
body of water large enough to earn the term 
"sea." 

Yavin Four completes nearly three revolu- 
tions around Yavin each Galactic Standard Year. 
Its local day falls only minutes short of Galactic 
Standard, making it an easy adjustment for 
offworlders. 

There are two primary seasons on the satel- 
lite, wet and dry. During the dry season, rainfall 
is limited for the most part to showers at day's 
end as temperatures fall below the dewpoint and 
atmospheric humidity condenses. In the wet sea- 
son, days may pass without a break in the down- 
pour. Thunder and lightning are most frequent at 
the change of seasons, and rarely occur at the 
height of either. 
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m Yavin Four 
Type: Terrestrial Satellite 
Temperature: Hot 
Atmosphere: Type | (breathable) 
Hydrosphere: Moist 
Gravity: Standard 
Terrain: Jungle, mountain, swamp 
Length of Day: 24 standard hours 
Length of Year: 13.2 Standard Years 
Starport: Landing Field 
Planet Function: Abandoned hidden base 


Lifeforms 
The Vanished Race 


It is obvious from the massive stone ruins of 
Yavin Four that a technically advanced people 
once made this world their home. Who they are 
— or were — and where they have gone remains 
a mystery. Though the Rebel Alliance made its 
headquarters on Yavin Four for some time, they 
did not pursue systematic archaeological inquiry 
into the culture, having had higher priorities for 
the limited resources at their disposal. One of the 
base scientists, a Sullustan archaeologist named 
Dr'uun Unnh, did begin a number of cursory 
investigations in his spare time, but barely 
scratched the surface in the short time he had to 
devote to his studies. 

From the small number of carved inscriptions 
in the ruins, a recent expedition has made a start 
at translating the language of these people, how- 
ever. The main temple used by the Alliance was 
a stronghold of the Massassi people of ancient 
times, located in a region these people also called 
Massassi. The temple was not refitted with mod- 
ern light or energy sources until the Rebel's own 
modifications, and seems to have stood empty in 
recent centuries. 

How such an enormous structure was built is 
a matter of much speculation. No quarry sites 
large enough to have disgorged such massive 
blocks are extant today, and preliminary map- 
ping does not locate them under current vegeta- 


Yavin Four 


tion. It is difficult to imagine moving metric-ton 
monoliths without the aid of modern gravitonic 
construction techniques, much less by other 
means, and without environmental perturbations. 
Further study is obviously needed. 

In fact, what is known about Yavin Four's 
vanished people is more what they did not do. 
They did not engage in extensive mining or defor- 
estation while their society was ascendant, as 
the land contours and growth patterns of the 
green moon's giant trees attest. The atmospheric 
chemistry shows no telltale signs of petrochemi- 
cal or fossil fuel combustion. Even allowing for 
the rapid regrowth of tropical ecosystems, it is not 
possible to pinpoint individual or societal dwelling 
sites in the jungles other than the stone ruins. 

However, orbital probe analysis shows a com- 
plex geometric pattern of tree crowns that sug- 
gest that the oldest matriarchs and patriarchs of 
thejungle were planted to attain a certain canopy 
contour, presupposing wind generators. Water- 
falls on major river sites also show certain en- 
hancements that suggest a reliance on hydro- 
electric power at some point in the past. Overall, 
the people of Four seem to have bent much effort 
to sustaining a naturalism rarely found in techno- 
logical settings. 

The lost inhabitants reached for the stars, but 
evidence suggests they never made it. Although 
what actually did happen to them is a matter of 
speculation. At the Massassi site lay the most 
impressive of those edifices which the vanished 
species raised toward the heavens. These colos- 
sal, roughly pyramidal structures defy explana- 
tion. Alluncovered evidence points only to simple 
machines and hand technology. If other devices 
existed there is no physical evidence remaining. 

While the science of this moon's inhabitants 
had apparently led them to a dead end as far as 
offworld travel was concerned, they possessed 
certain techniques that surpassed similar Imperial 
accomplishments. Thestill unexplained method of 
cutting and transporting gargantuan blocks of stone 
from the crust of the moon seemingly without 
disturbing the surface is but one example. 


Lower Lifeforms 


The warm, wet, oxygen rich climate of Yavin 
Four has produced a myriad of species which 
occasional xenobiological expeditions have only 
begun to catalog. Some are analogous to life 
found on other worlds, and some are unique to 
the green moon's landscape. A representative 
sampling of descriptions is included here. 


Blueleaf 
Blueleaf is a common shrub near the Massassi 
ruins whose essential oils are a stimulant with 
perception-enhancing qualities. 


The Rebel Base 


Rebel Alliance scouts first came to the 
Yavin system searching for a new location 
where they could base and upgrade their 
fleet of X-wings and Y-wings. 

They found the perfect site in one of the 
Massassi temples on Yavin Four. The moon 
was temporate and compatable with Hu- 
man phyisology. Thetemple pyramids them- 
selves were abandoned, and provided both 
natural camouflage and ready-made hang- 
ers for their ships and equipment. 

The Rebel scouts did not have the time 
or inclination to undertake an exhaustive 
exploration of the Yavin system — their 
primary concern beyond finding a physi- 
cally suitable world was to determine that 
the system was not settled by space-faring 
civilizations which might reveal the 
presense of a Rebel base to the Empire. 

Rebel engineers and work crews then 
arrived to prepare some of the temple pyra- 
mids for use by the starfighter crews. They 
also prepared other areas for use by the 
Alliance leaders who were preparing to 
abandon their Dantooine base in favor of 
the more secure site. 

In the aftermath of the battle of Yavin, 
the Rebel leadership abandoned the base 
quickly, fearing that a second Imperial at- 
tack was imminent. 


Blueleaf's spicy, pleasant fragrance makes it 
easily identifiable, as do the distinctive cobalt- 
hued leaves whorled in five- to eight-fingered 
clusters. Average height is about one meter, but 
the planet spreads by suckers, forming a dense 
groundcover. It does poorly in deep shade, prefer- 
ring the dappled glades produced by windfalls. 

There is some evidence that it is not native, 
based on genetic data, but was imported from 
another continent by the lost species that built 
the structures: they almost surely cultivated it 
for its sense-enhancing properties. 


Using Blueleaf in the 
Roleplaying Game 
One leaflet, chewed, gives a Rebel char- 
acter +2 on all Perception rolls for one hour, 
butheorshemust make a Moderate stamina 
roll to combat the exhaustive effects of the 


abrupt cessation of stimulus at the end of 
that hour. Blueleaf builds up in the system if 
used too frequently: ifasecond leafis chewed 
within a day, then a Difficult stamina roll is 
required, and subsequent doses increase one 
difficulty level with each application. 
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Massassi Site Map Key 


1. The Great Tempie 

2. Temple of the Blueleaf Cluster 

3. Palace of the Woolamander 

4. Landing Clearing (for Rebe! Base) 


5. Power Generator (for Rebel Base] € 
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Noone yet knows how the mysterious species 
of Yavin Four disappeared, or where they went. 
Whoever these people were, they were gone long 
before the first explorer set foot on the tiny 
moon. 

All that remains of this once mighty civiliza- 
tion are the mounds and foliage-clad clumps, 
once might monoliths and stone halls, which are 
scattered throughout the jungles of Yavin Four. 

Oneofthe most impressive of these edifies left 
bythevanished speciesis located at the Massassi 
site. It is a colossal temple, roughly pyramidal in 
shape, ringed by smaller structures. It was here 
that the Rebel Alliance established an important 
base. It was here that they launched what has 
come to be called the Battle of Yavin. 

The titles given to those structures so far 
uncovered are for identification only. No positive 
purposeclassifications have yet been determined. 


Yavin Four 


CATHLEEN HUNTER. 
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THE 
GREAT TEMPLE 


Near its base, in the temple front, the jungle slides away completely to 
reveal long, dark entrances cut by its builders and enlarged to suit the needs 
of the Rebellion. 

The original builders would never recognize the interior of their temple. 
Seamed metal has replaced rock, and poured paneling was used to divide 
chambers in place of wood. Buried layers have also been excavated into the 
rock below the temple, creating layers containing hangar upon hangar linked 
by powerful turbolift platforms. 

There are many rooms in the vast expanse of the temple which have been 
converted for modern service by Alliance technicians. Some of their equip- 
ment has even been left behind in their recent evacuation. However, there 
was something too clean and classically beautiful about the ruins of the 
ancient throne room on the uppermost level for the technicians to modify. 
They left it as it was, save for scouring it clean of creeping jungle growth and 
debris. 
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Great Temple Map Key 


Level A: 
1. Launch Bay 
2. Turbolift to Upper Levels 
3. Hangar Lift Platform 


. Levels B & C: 

E 1. Turbolift 

2. Command Center (on Level BJ; 

War Room (on Level C) 

3. Computer Processing Center 
4. Briefing Rooms and Offices 
5 
6 


. Barracks and Recreation Facilities 
. Storage Facilities 


; Level D: 
This is the temple throne room, 

complete with raised platform and 

Skylights open to the sun. 


LEVEL B 


Temple 
Side View 


LEVEL C 


. Level D 
Level C 
. Level B 
. Level A 
. Underground Hangars 


LEVEL D 


Cathleen Hunter 
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Massassi Tree 


So named because it is the most common 
species around the Massassi temple ruins, this 
tree seems to be analogous to the Kenalpa of 
Corell. It stands about 140 to 170 meters tall, with 
a wide crown and upsweeping branches. The 
bark is a shredding purplish brown that sepa- 
rates into strands easily when worked. A fever- 
reducing tea can be brewed out of blossoms 
found at branch junctures that receive direct 
sunlight. 


Using Massassi Tree in the 
Roleplaying Game 


A character with the first aid skill can use 
massassi-blossom tea as a substitute for a 
medpac application on a sick or wounded 
character. The main problem lies in acquir- 


ing the blossoms and preparing them. A 
Moderate first aid roll is needed to prepare 
thetea. The blossoms may be gathered and 
preserved for later use. 

The bark fibers can be used for string 
and thread substitutes, but will not with- 
stand a great deal of stress. 


Climbing Fern 


Like many of the jungles' flora, the climbing 
ferntrails long fibrous roots fromits high perches, 
gathering moisture and nutrients from the heavy 
tropical air. Nestled in the crotches of massassi 
trees, szechual, or festooning the cliffs around 
waterfalls, this decorative, lacy specimen looks 
like the princess of the forest. 

Two meters long, the finely divided leaves are 
variegated yellow and green. Buds at the tips of 
each leaflet can sprout into new plants, creating 
a second tier cascade of leaves. Underneath the 
plant trail golden half-centimeter thick rhizomes, 
some attaining 80 meters in length. Many of 
Four's arboreal animals use climbing fern as a 
highway into the canopy of the forest. 


Using Climbing Fern in the 
Roleplaying Game 
The flexible root fibers of climbing fern 
are resistant to cutting or tearing (Moder- 
ate difficulty to cut one rhizome at a time 
with a knife), and a handful can support a 


Human's weight indefinitely. They can be 
knotted together, braided, or pounded to 
produce smaller fibers. If pounded when 
fresh, the resin that oozes over the fibers 
can be used to glue the flattened strap, like 
tape, acrossaclean surface. Cured (heated) 
resin is water resistant for several days. 
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Nebula Orchid 


One of the showiest blossoms in the rain for- 
est, each nebula orchid flower measures up to a 
meter and a half in diameter in full bloom. The 
labellum of the flower is most commonly a deep 
magenta with maroon markings, ruffled and re- 
curved into a colorful froth. The sepals are di- 
vided into airy filaments of white, rose and laven- 
der that fringe and curve like tendrils of gas 
across the void — hence the name. 

The nebula orchid enjoys still, calm depths of 
the forest, clinging to trunk scars and dead wood 
no higher than five meters from the leafy floor. 
When not in bloom, the plant is recognizable by 
glossy green leaves overdappled with spots. Usu- 
ally a blossom lasts 20 days before subsiding and 
being replaced by another, the show lasting the 
length of the dry season. 

During the wet season, seed pods appear. 
Nebula orchids are a frequent food source to the 
land-based grazers of the forest. 


Using Nebula Orchids in the 
Roleplaying Game 


A ripe pod is half a meter long, 10 centi- 
meters in diameter, and a deep waxy car- 


mine color. The pod yields an edible, spicy 
paste rich in nutrients and oils that keeps 
very well. If pressed, an average pod yields 
nearly a liter of flammable oil that burns 
with a clean blue flame. 


Touch-Not 


Not every plant in Yavin Four’s garden is ben- 
eficial. Thetouch-not, named for analogous plants 
the galaxy over, exudes a caustic resin, or sap, 
that blisters skin with which it comes in contact. 
Mon Calamarians are especially susceptible to 
these plants. 

The touch-not is as distinctive as it is com- 
mon, occurring as a semi-upright shrub no more 
than four meters tall in the understory of the rain 
forest. 

The stems are slick and wet-looking even in 
the dry season. Bright yellow, shiny curls of 
leaves catch the slightest breath of wind and 
twist and spin crazily on their flexible petioles. 
The flowers are unspectacular bracts of 10 or 12 
lemon petaled rosettes which mature into waxy 
berries. 

It is even unsafe to stand near this poisonous 
shrub in a rain or mist, as the resin dissolves in 
water, and drips from the shrub to scar anything 
in its shelter. 
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Using Touch-Not in the 
Roleplaying Game 


Characters who comein contact with the 
resin of the touch-not are afflicted with a 
severe rash that itches and blisters the 
skin. Immediate washing with hot water 
and a detergent will mitigate the effects, 


otherwise the character suffers a wound. 
Mon Calamarians require double the nor- 
mal healing time before rolling to recover 
from the wound. 

Touch-not resin can eat through organic 
fabrics and fibers, so even the protection of 
most clothing will not deter the toxin. 


Grenade Fungi 


Burrowing up out of the thick leafmold of the 
forest floor during the dry season, grenade fungi 
offer an explosive surprise to the unwary trav- 
eler. These globular, white fungi can befound the 
jungle over. 

A young fungus is subterranean, appearing as 
not more than a slight rise or bulge in a layer of 
dead leaves. But as it matures, puffing out to 
nearly half a meter in diameter and developing 
characteristic gray-blue scales, the grenade fungi 
breaks through the leafmold. Often, arcs or com- 
pleterings of nearly mature grenade fungi appear 
at the same time, indicating the spore brethren of 
a centrally located parent. As they mature, the 
fungi develop a hard, almost brittle outer shell. 

A misplaced foot, a falling twig, even a delicate 
breath of wind is enough to touch off a ripe 
fungus. The brittle shell bursts with a loud report 
and showers thousands of spores to the com- 
pass points. Sometimes the concussion of the 
first burst is enough to set off other nearby 
grenade’ fungi — the cloud of spores from a 
multiple detonation can soot up leaves and choke 
small animals not fast enough to outrun it. 


Using Grenade Fungi in the 
Roleplaying Game 


These floor dwellers can be either attack- 
ersor weapons. When a fungus explodes, the 
character affected must dodge or be attacked 
by the spore cloud and suffer damage. A 
character can be surprised by a grenade 
fungus exploding nearby or underfoot. The 
spore cloud from one fungus does 3D+2 dam- 
age, and nearby fungi can combine attack. 

To use the grenade fungus as a weapon, 
a character must pick a nearly mature fun- 
gus and wait for it to dry. The trick is to 
throw it sothat it will explode upon impact: 
misjudging the ripeness could mean that 
thefungus detonates inthe character's hand. 
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Animals 


Crawlfish 


Yavin Four's jungles are scattered with deep, 
springfed pools unconnected by streams. 
Crawlfish livein such pools, feeding on the myriad 
insects and amphibians spawned by the lush 
tropical climate. At the beginning of the wet 
season, male crawlfish lever themselves from 
the water and start along hunt, scuttling through 
the dripping underbrush in search of a mate. The 
female, meanwhile, builds a nest of bubbles and 
twigs in her own pool under the shelter of an 
overhanging branch. She can usually choose her 
mate from among half a dozen interested suitors. 
The rejected males may walk from pool to pool 
until they starve. 

Once the female marks her choice (by bub- 
bling against his forehead), sheleads him backto 
her pool to spawn. Then the attentive parents 
take turns fetching new twigs and rebuilding any 
torn bubbles until the eggs hatch. 

After one season, juveniles leave their birth 
pool and seek empty or less crowded pools. 
These end-season sojourns are often the scenes 
of terrible battles, as the juveniles fight over the 
all-too-finite number of pools in the region. 


m Crawlfish 
Type: Swamp crustacean 
DEXTERITY 3D 
Dodge 4D 
PERCEPTION 1D 
STRENGTH 1D 
Special Abilities: 
Slipperiness: Because of their slipperiness, crawlfish get a 
+1D to their dodge. 
Move: 3 
Size: 60-140 centimeters long 
Capsule: Crawlfish are relatively easy to catch and 
make good eating for most characters. They will 
lead a follower to water, albeit slowly. They have no 
defense beyond slipperiness. 


Yavinian Runyip 

Named for the similarly stubborn herbivore of 
Tran Mariel, the Yavinian runyip is a squat, flex- 
ible-nosed rooting quadruped. Runyips are quite 
vocal, issuing a veritable operetta of grunts, sighs 
and squeals as they wander through the green 
moon’s underbrush searching for young grenade 
fungi, nuts and shoots. 

Runyips are quite rapid diggers, using their 
clawed front toes and prehensile noses to clear 
away loose debris as they unearth subterranean 
treasures. Their curly, shaggy coats are oily 
enough to be water resistant, and seem to pro- 
tect them from touch-not sap as well. Typically, 
runyip fur is a mottled brown and green, with a 
splash of white spots scattered across the shoul- 
ders or rump. 
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The creature is marsupial and bears three 
young in a litter at the beginning of the wet 
season. The younglings stay insidetheir mother's 
pouch until the change of season, when they 
have developed enough to ride her piggyback. 
Pairs seem to mate for life. 


m Yavinian Runyip 
Type: Swamp marsupial 
DEXTERITY 4D 
PERCEPTION 3D 
STRENGTH 3D+2 
Special Abilities: 
Head Butt: Does STR+1D damage. 
Move: 8 
Size: 1-1.4 meters tall 
Orneriness: 4D 
Capsule: Runyips are slow to attack, but can deliver 
avicious head butt when cornered. Characters who 
areinjured, in need of packanimals, or not ina great 
hurry might ride or lead runyips. An adult can carry 
130 to 150 kilos of passenger, baggage, or both. 
They can also be used for food, having a fatty, 
highly flavored meat, and the cured hides are im- 
pervious to touch-not resin. 


W/oolamanders 


Arboreal creatures, woolamanders have gold 
to blue shades of fur on their backs and moist 
skin on their limbs and bellies. They seem to be 
semi-intelligent, communicatingin a high-pitched 
jabber, and running in large clan-like packs among 
the upper branches of the canopy. 

Each pack claims a territory in the treetops, 
and vigorously defends the area against intrud- 
ing predators, stintaril, and other woolamander 
packs. Duties seem to be organized by sex and 
age, and range from the adolescent males’ task of 
picking blossoms and young shoots for the pack’s 
next meal, to the aged (both male and female) 
caring for the juveniles of the pack. 

Females that reach child-bearing age are out- 
cast, and must worm their way into the affections 
of another pack. 


m Woolamander 
Type: Jungle simian 
DEXTERITY 5D+1 
Dodge 6D 
PERCEPTION 3D 
Hide 4D+1, sneak 4D 
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STRENGTH 2D+2 
Climbing/jumping 4D 

Special Abilities: 

Teeth: Do STR+1 

Move: 10 (ground), 12 (brachiating) 
Size: 0.8-1 meters tall 


Capsule: These jungle simians are very jealous of 
their territory and a great nuisance to travelers 
passing through their territories. They leap from 
treetop to treetop, pelting intruders with large seed 
pods and fruit, and have been known to sneak into 
camps and ravish them while the occupants are 
sleeping. They can be useful as an early warning 
system, however, since they cease their constant 
bickering whenever something new enters their 
territory. At least until they get bored or threatened 
and start harassing it. 


Stintaril 


Tree-dwelling, omnivorous, nocturnal rodents, 
stintaril look like something that climbed out of 
a deep-space garbage scow. The rear quarters of 
this quadruped are red and hairless, and the 
front quarters are tufted with lime green, wiry 
spikes of hair. They have protruding eyes bulging 
from anarrow, sharp-jawed face, and long trans- 
lucent claws. 

Stintaril are not particular when and where 
they eat, raiding packs of woolamanders for 
young, stealing eggs from nests, and even feast- 
ing on carrion. They use the long dangling rhi- 
zomes of climbing ferns as their access from the 
canopy to the forest floor. 


m Stintaril 
Type: Scavenger rodent 
DEXTERITY 4D 
Running 6D 
PERCEPTION 3D+2 
Sneak 5D 
STRENGTH 2D 
Climbing/jumping 3D+1 
Special Abilities: 
Teeth: Do STR+1 damage 
Move: 10 
Size: 1-1.2 meters long 


Capsule: Stintaril are bad-tempered beasts, and do 
not hesitate to attack creatures many times their 
own size if annoyed. They tend to do most of their 
vertical traveling at dawn and dusk — a horrifying 
sight to see swarming out of a beautiful, lacy climb- 
ing fern. 
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The eighth moon of Yavin has an equatorial 
diameter of 11,400 kilometers, and its orbit aver- 
ages 560,342 kilometers from the parent planet. 
Of the numerous moons that form a necklace of 
satellites around Yavin, this moon and two oth- 
ers (Yavin Four and Yavin Thirteen) have native 
lifeforms. In the case of Yavin Eight, none of the 
lifeforms discovered so far have proven to be 
sentient beyond the normallevels of animal intel- 
ligence — although future expeditions wll reveal 
the presence of a sentient species known as 
Melodies. 

Yavin Eight's period of revolution around the 
planet Yavin lasts 1.14 Standard Years, and its 
period of rotation on its axis is 0.87 of aStandard 
Day. Its mass is 0.797 of the Galactic Standard, 
and its gravity is 0.93. Its density is 5.01 times the 
density of water (the Galactic Standard is 5.63 
times water's density). Its mass is 0.9 as com- 
pared to the Galactic Standard "1." 

There is nothing remarkable about the air on 
Yavin Eight. It is breathable by humanoids, al- 
though some species may require the assistance of 
respirators or breathing gear. The element in great- 
est abundance, as is the norm for all humanoid 
inhabitable planets, is nitrogen, making up 73 per- 
cent of the entire atmosphere. Oxygen, the most 
necessary gas for humanoids and next most abun- 
dant atmospheric element, makes up 17 percent of 
the atmosphere. Carbon dioxide, absolutely nec- 
essary for standard plant growth, is present in the 
amount of two percent (on Yavin Eight, as on most 
humanoid habitable worlds, it is the plants that use 
carbon dioxide to produce the breathable oxygen 
that is necessary for animal life). 

Water vapor, also necessary for plant and 
animal life, makes up one percent of the atmo- 
sphere. And the remaining seven percent is com- 
posed of varying amounts of a number of other 
gases such as argon, helium, etc. Most of these 
remaining gases are inert and harmless (in the 
amounts present) to humanoids. 

Aside from two polar ice caps of a size compat- 
ible with the size of this world, Yavin Eight pre- 
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sents a basic duality of geography whose two 
zones are separated by a brief transitional band 
wrapped around the equator. What is not moun- 
tain on Yavin Eight is tundra. 

There are no oceans or seas or large lakes on 
Yavin Eight, except in the mountains along the 
equator. Yet, this is not a desert planet and there 
is no shortage of water. Below the frozen rock 
and soil of the permafrost of the tundra, there is 
an abundant supply of fresh groundwater. 

Indeed, in the warmer seasons of the great 
plains of the tundra, in places where the water 
table is close to the surface of the land, there are 
numerous marshes, swamps, and small, pond- 
like lakes, none of which reaches any great depth. 
In the colder seasons, these ponds, marshes, and 
the meter or so of frozen ground that has thawed 
during the summer months are again frozen. 

This abundance of water and the carbon diox- 
ide of the atmosphere are what make it possible 
for plant life to thrive in a place that without 
these two items would be a world most inhospi- 
table to humanoid life. 


m Yavin Eight 
Type: Satellite 
Temperature: Temperate 
Atmosphere: Type | (breathable) 
Hydrosphere: Dry 
Gravity: Standard 
Terrain: Mountain, tundra 
Length of Day: 21 standard hours 
Length of Year: 13.2 Standard Years 
Sapient Species: Melodies (N) 
Population: 54 million 
Planet Function: Homeworld 
Government: Tribal 
Tech Level: Stone 


Lifeforms 


There is one intelligent species living on Yavin 
Eight, but it has not been discovered by explor- 
ers thus far. This is not because the species is 
secretive, just that its settlements, which are 
within the fjords of the equatorial mountain 
ranges, cannot be spotted from orbit or in arapid 
fly-over. These beings are the Melodies. 


Yavin Eight 


Yavin Eight ————À— À————— Ý FA n 


The Melodies 


The Melodies are an amphibious humanoid 
species who dwellinthe caverns and deep moun- 
tain lakes of the equatorial mountains. Like many 
amphibians, they have two distinct phases of life, 
water-dwelling and land-dwelling. Unlike most 
amphibians, however, the Melodies hatch on dry 
land from eggs, and then move to the water as 
adults. 

Young Melodies are small humanoids with 
yellow eyes and Human-like hair. They breathe 
via conventional lungs, which have the capacity 
to retain air for long periods of time, allowing the 
young to go for long dives underwater. The hands 
of the young are slightly webbed, allowing them 
to move underwater with greater ease. 

Adults, known as elders, look much like their 
younger counterparts above the waist, but have 
long tails instead of legs, which are striped with 
blue, green, purple, pink, and orange striping. 
They breathe through gills, extracting oxygen 
from the water. Middle-aged adults can still sur- 
vive in the open air for limited periods, but the 
elderly cannot surface at all. 

The Melodies make the transition from one 
form to the other when they reach maturity, in 
about their twentieth year. This Changing Cer- 
emony, as it is called, takes place in shallow, 
underground pools which are coated in a special 
algae which allows the Melodies to breathe while 
undergoingthetransition. Thealgae cannot grow 
in deeper water, forcing the Melodies to dwell in 
these less-defendable pools for several days or 
weeks. 

The changing Melodies are helpless during 
the transformation, and must be guarded by the 
young. Predators ofthe planet, suchas the purella, 
reels, and raiths, know when the changing sea- 
son has come, and attempt to devour the chang- 
ing Melodies. The children can only drive off so 
many of the invaders with their rocks, and many 
Melodies do not survive. 

Once the transformation is complete, the new 
elders are moved to the deeper lakes within the 
mountains, where there is much celebrating 
among the adult community. Some Melodie com- 
munities live in underground lakes, but this is 
relatively uncommon. 

The children live in settlements surrounding 
the lakes in which the elders live. The younger 
adults frequently surface to teach and instruct 
the children on providing for themselves, pro- 
tecting the settlements, and caring for the very 
young. Older children also teach the younger. 

The young must care for one another and 
watch the eggs, since the elders cannot leave the 
water. They also care for the newly hatched, and 
go foraging for trico and other plants in the 
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forests of the temperate band of Yavin Eight, 
which they grind into paste for the infants. They 
travel in groups, to discourage attacks by avrils. 
Melodie defense is not very advanced, con- 
sisting of rock and stick-throwing. This is only 
moderately effective in frightening away preda- 
tors. Fortunately for the Melodie species, there 
are no natural predators in the rivers and lakes of 
the equator, so Melodies are relatively safe from 
harm once they reach maturity. Unfortunately, 
the many land predators kill a large portion of 
each generation before they reach that point. 


m Melodie 
Attribute Dice: 12D 
DEXTERITY 2D/3D«2 
KNOWLEDGE 1D/3D 
MECHANICAL 1D/2D«1 
PERCEPTION 2D/4D 
STRENGTH 1D/3D 
TECHNICAL 1D/2D 
Special Abilities: 
Swimming: Young Melodies take to the water naturally 
and get a +3D bonus to their swimming skill. 
Gills: Adult Melodies can breathe underwater. This ability 
does not apply to the young. 
Move: Young: 10/12 (running), 8/10 (swimming), Adults: 
12/16 (swimming) 
Size: 1.0-1.6 meters tall 


Creatures 


Yavin Eight teems with life. Most of the grazers 
and burrowers dwell on the flat plains of the 
tundra, while many of the other creatures live in 
the somewhat warmer climate of the mountain 
ranges that ring the equator. 


Burrowers 


By far the most numerous of the animals on 
this moon are the many species of small, rodent- 
like creatures which live throughout the world- 
wide tundra. These burrowing creatures are ac- 
tive during the warmer seasons of the moon’s 
year, but when the winter of Yavin Eight begins to 
set in, almost every one of these creatures bur- 
rows within the meter or so of soil that has 
thawed for the summer, digs itself a den, and 
hibernates until the spring thaw. The burrowers 
that do not hibernate provide a food source for 
the predators that hunt throughout the seasons 
of Yavin Eight. The size of the burrowing crea- 
tures ranges from centimeters and grams up to 
one and a half meters and 30 kilograms. 


m Herbivore Burrower 
Type: Herbivore burrower 
DEXTERITY 2D 
Running 4D 
PERCEPTION 2D 
Hide 3D 
STRENGTH 1D 
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Special Abilities: 

Teeth: Do STR+1 damage 
Move: 12 

Size: 0.5 meters long 


Capsule: This creature is typical of the many small 
rodents which rut about in the muddy shallows of 
the summer lakes of Yavin Eight. It is shy and will 
avoid confrontations, though itis a voracious eater, 
and will root and scavenge among the food stores of 
an group making camp upon the tundras. This 
species is on the small side — other species of 
burrowers may be somewhat larger, with a corre- 
spondingly greater Strength. 


m Loper 
Type: Carnivorous burrower 
DEXTERITY 2D 
Running 3D 
PERCEPTION 2D 
Search 4D, sneak 3D 
STRENGTH 3D 
Brawling 5D 
Special Abilities: 
Teeth: Do STR+1 damage 
Claws; Do STR+1 damage 
Barbed tail: Does STR+1D damage 
Move: 9 
Size: 1.5 meters long 


Capsule: The loper is one of the largest and most 
aggressive of the burrower species. Lopers can be 
dangerous to encounter, since they travel in packs, 
and do not shy from a confrontation. Their fur is 
luxuriously red, and the sort of pelt highly sought 
after as raiment by many of the wealthy in the 
galaxy. Unfortunately for hopeful entrepreneurs, 
however, lopers do not live long nor breed in cap- 
tivity. 


m Moss-hopper 
Type: Carnivorous burrower 
DEXTERITY 2D 
Running 4D 
PERCEPTION 3D 
Search 4D, sneak 5D 
STRENGTH 1D 
Brawling 2D 
Special Abilities: 
Teeth: Do STR+1 damage due to the mild venom they 
inject. 
Move: 9 
Size: 0.3 meters long 


Capsule: One of the tiniest of the burrowers is the 
moss-hopper, a carnivorous predator which fear- 
lessly attacks the largest of creatures. Its primary 
weapons are its needle sharp front incisors which 
are hollow and inject a weak venom into its prey. 


m Raith 
Type: Carnivorous rodent 
DEXTERITY 2D 
PERCEPTION 2D 
Hide 4D, search 5D 
STRENGTH 1D 
Special Abilities: 
Teeth: Do STR+1D damage. 
Move: 8 
Size: 0.5-0.8 meters long (not including tail) 


Capsule: The raith is a large black rodent with a 
thick hairless tail. It eats carrion, small animals, and 
the eggs of various species, including Melodie eggs. 
Raiths are very common in the equatorial region. 


Grazers 


Seventeen species of grazers form the next 
largest animal population on Yavin Eight. Most 
are peaceful and migratory, following the sea- 
sonal changes on the vast plains of the tundras 
and grazing on the clinging ground-cover. Most 
grazers are quadrupeds, and a few move with a 
bipedal method of locomotion, but drop to all 
fours when they are feeding or resting. Most have 
tails of one sort or another, and almost every 
species is horned or antlered (used primarily for 
defense against predators and, consequently, as 
part of a test of strength during mating rituals). 

Three species of grazers have left the compe- 
tition for food on the tundra and have adapted, 
over a period of thousands of years, to living high 
among sheer rock faces, precipitous cliffs, es- 
carpments, and knife-edged ridges of the moun- 
tain ranges of Yavin Eight. 


m Typical Grazers 
Type: Grazer 
DEXTERITY 1D 
Running 6D 
PERCEPTION 2D 
STRENGTH ID to 7D 
Move: 10 
Size: Grazers range in size from sheep-like creatures to 
huge, horned, bantha-like herbivores. Their Strength var- 
ies accordingly. 
Orneriness: 5D 
Capsule: All grazers are herbivores, and relatively 
peaceful, expect when defending the herd and dur- 
ing mating season. 

Smaller grazers such as the wolbaks and dysarts 
are relatively easy to bring down, and can be used 
asasource of food and fur. Larger grazers are more 
formidable, using their horns and antlers to defend 
against attackers (these do STR+1D damage typi- 
cally, though more in the case of very large grazers 
such as the dontopod). 

Capturing and breaking a potential mount large 
enough to bear a character will be a challenge, 
since the beasts have never been domesticated. 
Attemptingtoharness them and usethem as drought 
animals will also be difficult. Yet, the largest of the 
grazers, the donopod, is the mildest mannered, and 
also incredibly stupid (Perception 1D, orneriness 
1D). It can be ridden, but not directed. It is as likely 
to sit amiably on a shuttle or in a camp site and 
crush it as it is to go where it is directed. 


Avril 


Aside from the diminutive moss-hopper and 
raith, and the large loper, other major carnivo- 
rous predators prey upon the more peaceful 
creatures of Yavin Eight. 
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The first of these predators is the avril. Avrils 
are great predatory birds that live in shallow 
caves set in the peaks of the mountain ranges 
ringing Yavin Eight's equator. Their bodies are 
covered in coarse black feathers, and their beaks 
and talons are a brilliant blue. 

The beak of the avril is razor-sharp, to better 
for rend and devour prey. Its talons, which are 
roughly 20 centimeters in diameter in most adults, 
are suitable for seizing small animals and carry- 
ing them back to their nests for consumption. 
Typical fare for the avrils includes raiths, moss- 
hoppers, various burrowers, and purella. Their 
favorite prey is young Melodies, however. Avrils 
regurgitate food to feed their young. 


m Avril 
Type: Avian cliff dweller 
DEXTERITY 2D 
Dodge 4D 
PERCEPTION 2D 
Search 5D+1 
STRENGTH 2D 
Special Abilities: 
Acute Vision: Avril have extremely good eyesight for spot- 
ting prey from high altitudes. Add «2D to visual search 
rolls. 
Bite: Sharp beak does STR+2 in rending damage. 
Talons: Leg claws do STR+2 damage. 
Move: 6 (walking), 15 (flight) 
Size: 1.8-2.5 meters tall, up to &-meter wingspans 


Ursod 


Theursod is a quadruped that makes its home 
near the northern ice cap during the warmer 
seasons, wandering southward only when the 
northern tundras are once more in the grip of 
frigid winter. The fur of this creature changes 
from pure white to a mottled melange of bright 
and muted colors as it moves from the stark white- 
ness of its ice cap hunting grounds to the tundra. 

This chameleon-like process gives the large 
ursod all the camouflage it needs to successfully 
hunt in both terrains. Its favorite prey is the 
songbuk, a ruminant herbivore whose migratory 
path from tundra to ice cap is followed by the 
ursod, and whose haunting "song" (given off 
while it is chewing its cud) can be heard kilome- 
ters away. 


m Ursod 
Type: Ursoid carnivore 
DEXTERITY 4D 
PERCEPTION 3D 
Search 4D+1, sneak 5D 
STRENGTH 5D 
Brawling 6D 
Special Abilities: 
Camouflage: The ursod can use its chameleon-like fur to 
fade against both snow and lichen-covered rock, giving it 
a «1D to sneak while moving or hiding. 
Teeth: Do STR+1D damage. 
Claws: Do STR+1D damage. 
Thick hide: The ursod's thick hide and shaggy fur gives it 
a «2D to Strength for defense only. 
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Move: 10 

Size: 3 meters tall 

Capsule: The ursod is the carnivore that the other 
carnivores fear. Its huge fangs and long claws make 
it a fearsome foe, and its camouflage make if a 
difficult beast to find. 


Purella 


The purella is a spider-like creature with eight 
spindly legs. It has vibrant glowing orange eyes 
which allow it to see in the dark. Its underbelly is 
a bright red plate, and its bristle-haired back and 
torso is dark red in color. 

Four barbed pincers line its mouth, which 
seize prey and inject a potent venom. The fast- 
acting poison paralyzes the victim, but leaves the 
mind active. The purella drags the helpless vic- 
tim back to its den deep within the mountains, 
where it imprisons it in its web. 

The thick black strands of the purella web are 
extremely tough and sticky. Most purella spin 
their webs across one face of their cave dwell- 
ings. The typical purella will entangle its para- 
lyzed victim in its web, and wait for the victim to 
further bind itself to the web as it struggles to 
escape once the venom wears off. It then slowly 
consumes the prey alive. The slick undersides 
and legs of the purella make it immune to the 
sticky coating of its own webbing, though should 
it fall into its web on its hairy back, it will be stuck 
fast. Disturbances in the web can also warn the 
purella when something is approaching its den. 

Purella are much feared by the Melodies, since 
the spiders are drawn to the changing pools to 
snatch away the helpless Melodies undergoing 
their transformations. 


m Purella 
Type: Predatory arachnid 
DEXTERITY 4D 
PERCEPTION 2D 
Hide 4D search 4D+1, sneak 3D 
STRENGTH 2D 
Special Abilities: 
Infravision: Purella can see in the dark. 
Pincers: STR+1D 
Silent Movement: Add 1D+2 to all sneak attempts. 
Spin Web: Purella can spin extremely sticky webs across 
cave openings. Those entangled in these webs must make 
a Strength roll. The first turn the difficulty is Easy, and each 
attempt after will advance by one difficulty level, as the 
victim further entangles itself. 
Venom: The venom of the purella does no direct damage. 
However, once bitten, the victim must make a Difficult 
stamina roll to avoid temporary paralysis (lasting up- 
wards to an hour). 
Move: 12 
Size: 1.5-2 meters tall 


Ropedancer 


The last major predator on Yavin Eight is the 
ropedancer. This reptilian apod reaches a length 
of 48 meters and a normal body diameter of one 
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meter. The body and digestive system of the 
ropedancer is very elastic and can expand to 
twice its normal size to hold large prey. The 
ropedancer gets its name from its rapid, side- 
winding method of locomotion. As the huge, 
snake-like creature slithers across the surface of 
the tundra, it appears to beatwiningand dancing 
thick length of rope. 

The ropedancer, if in need of a meal, will 
attempt to attack and eat any creature it comes 
across. On rare occasions, they have been known 
to swallow an entire ursod. Ropedancers gener- 
ally live in the water of the ponds and marshes. 
As the cold approaches, the ropedancers mi- 
grate southward, from pond to marsh, always 
keeping one step ahead of the freezing tempera- 
tures of winter. 


m Ropedancer 
Type: Tundra serpent 
DEXTERITY 2D 
PERCEPTION 3D 
Search 6D+1, sneak 4D 
STRENGTH 7D 
Special Abilities: 
Fangs: Do STR«2 damage 
Shin: The plated snakeskin gives the ropedancer a «1D to 
Strength for defense only. 
Move: 12 
Size: 12-48 meters long 
Capsule: Theropedancer is aserpent of sorts which 
captures its prey by swallowing it whole. Anyone 
wandering too close to the many small bodies of 
water that dot the tundra of this moon runs the risk 
of looking like a rather toothsome bit to a hungry 
ropedancer. Although the ropedancer lives in the 
marshes and swamps, it often wanders over solid 
land. Seeing a creature the size and shape of a 
ropedancer slithering rapidly across the tundra, its 
horrendously fanged and toothed mouth agape, 
can prove unnerving to some. 
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Plant Life 


Therearefivetypes of plantlifeon Yavin Eight: 
stunted-looking trees and bushes, lichens, 
mosses, algae, and fungi. The fungi and algae 
often live separately, forming a thin scum on the 
summer-melted water, and low, ground hugging 
mushrooms and toadstool-like growths. More 
often, the fungi and algae combine in symbiosis 
to form a complex thallophytic plant called li- 
chen that thickly covers the vast, flat expanse of 
the tundra and part of the mountainous regions. 

The mosses, bryophytic plants with small, 
leafy, tufted stems, tend to cluster around the 
exposed groundwater. Both the mosses and the 
lichens of Yavin Eight come in a variety of bright 
and muted colors. Consequently, viewed from 
above, the tundras present a splotchy and mot- 
ley appearance throughout the full year of the 
moon. Because of the hardy nature of these 
plants they do not change their behavior or their 
appearance during the colder seasons. 

The trees and bushes of Yavin Eight appear 
dwarfed and stunted. Thin copses and sparse 
forests occur randomly across the world-wide 
tundra. The trees seldom grow past two meters 
in height, and the bushes often grow flattened 
and close to the ground as protection from the 
frigid winds that sweep the frozen landscape of 
Eight's winter seasons. Thetreeline ofthis world 
occurs about midway up the precipitous slopes 
of the craggy mountain ranges that linearly di- 
vide the various areas of the tundra. (If viewed 
from orbit, the mountain range appears to be 
continuous and to snake around the planet like 
the stitches on the orb used in wallball.) Beyond 
the tree line, on the harsh rocky slopes, lichens 
are the only plants that can be found. 
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Yavin Thirteen 


The satellite designated Yavin Thirteen is a 
desert moon. But desert does not mean dead. On 
the contrary, Yavin Thirteen is teeming with 
lifeforms uniquely adapted to the hardships of 
desert living. 

This rocky sphere has little topsoil. With no 
forests or farmlands to contain topsoil, what is 
present is blown away on the constant wind, 
leaving only bare, hard land. Mesas, rocky hills, 
and stoney plains make up the topography, with 
large regions of shifting sand that move as the 
wind storms whip across the moon's surface. 

While rain and water are rare, they are not 
unknown on Yavin Thirteen. A giant ocean fills 
much ofthe southern hemisphere ofthe satellite, 
and huge clouds of fog regularly rise from the 
turbulent surface and drift over the rest of the 
moon. These storms are swift, fierce torrents 
that fade almost as soon as they begin. 

The moon goes through daily cycles of day 
and night. During the daylight period tempera- 
tures can reach as high as 15 Galactic Standard 
degrees. Butthetemperature drops to near freez- 
ing as the sun goes down. There is no cloud cover 
to retain the heat and it escapes quickly. 

Unlike other desert worlds, such as Tatooine 
and Gandrun Two, Yavin Thirteen has more fea- 
tures than just endless sand dunes. There are 
forests of cacti, with some plants reaching heights 
of over 16 meters. Certain species of cacti have 
long spikes to protect themselves from other 
water-seeking creatures. These giant plants store 
water in their spongy leaves and stems during 
theinfrequent storms, using their reserves gradu- 
ally throughout dry periods. They have very long 
roots that dig deep into the hard rock floor and 
search out every drop of usable water. Other 
plants, like the korin flower or the saldi bush, live 
and die in a single, very short, growing season. 

A wide variety of insect life thrives on the 
desert moon. They have developed various ways 
of surviving in the limited water, extreme tem- 
perature environment. They play an important 
role in the survival of other inhabitants of Yavin 
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Thirteen by providing a major source of food. 


m Yavin Thirteen 
Type: Terrestrial Satellite 
Temperature: Hot 
Atmosphere: Type | (breathable) 
Hydrosphere: Dry 
Gravity: Standard 
Terrain: Desert, rocky plains, cacti forests 
Length of Day: 19 standard hours 
Length of Year: 13.2 Standard Years 
Sapient Species: Slith (N), Gerbs (N) 
Population: 43 million (19 million Slith, 24 million Gerbs) 
Planet Function: Homeworld 
Government: Tribal 
Tech Level: Stone 


Lifeforms 


There are two intelligent species living on 
Yavin Thirteen. Both species are still in a “primi- 
tive” stage of development, with higher technol- 
ogy and industrialization many centuries away 
unless assistance is provided. Both species have 
had little, if any, contact with the Empire or the 
Alliance. 


The Slith 


The Slith are a limbless reptilian species that 
travel across the planet as nomads, neither set- 
tingup permanent settlements nor cultivating an 
established society. Their intelligence has been 
confirmed through their hunting techniques, 
communal ceremonies, and form of communica- 
tion, all of which is too highly sophisticated to be 
attributed to simple instinct. 

Slith grow to maximum lengths of five meters. 
They have milky-white translucent eyelids that 
allow them to see with their eyes closed, protect- 
ing them from the stinging sand and violent wind. 

These intelligent reptilians skim over the fine 
sand and over the rocky plains, using a twisting, 
snake-like method of locomotion. They can at- 
tain greater speeds, however, by traveling side- 
ways. Moving sideways, Slith can speed along, 
making quick spurts to catch prey or escape 
hazards. When hunting prey, Slith attack with 
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venomous fangs. The venom paralyzes their prey, 
allowingthe hunters to bring them backto therest 
of the tribe. Slith prefer to eat their prey alive. 

These roving hunters are nocturnal, traveling 
the deserts at night in search of small reptiles 
andlizards — the staple of their diets. During the 
heat of the day they seek cover in rocks, scrubby 
bushes, or the shade of the giant cacti. In the 
summer months, the Slith burrow into the sand 
for additional protection — the sand helps cool 
the reptiles during the day and retains the heat 
during the night, providing instant protection for 
the shelterless wanderers. 

ThenomadicSlith travel in small communities 
of no more than eight to 15 individuals, including 
young. These small communities are dominated 
byanalpha male, who gathers around him oneto 
two juvenile males, several adult females, and 
their young. Once a juvenile male matures, he is 
cast out to form his own family or become a 
loner. The females do all the hunting, while the 
juvenile males protect the young. The alpha male 
does little actual work, but is responsible for 
maintaining the community’s historical tradition. 

The Slith communicate by running their jagged 
scales across the ground. The language is gram- 
matically simple, but effective in communicating 
ideas important in the Slith environment. There 
are a series of basic signals which even a non- 


Slith can readily understand — these sounds are 
haunting, beautiful, or frightening, depending on 
what the Slith wishes to project. 

Slith are capable of vocal noises, but have not 
developed a language to take advantage of their 
vocal abilities. An unavoidable result of verbal 
communication is the loss of water vapor from 
the lungs — not a practice beings living in hot, 
dry deserts would readily engage in. 


m Slith 
Attribute Dice: 12D 
DEXTERITY 2D/4D 
KNOWLEDGE 1D+1/2D+1 
MECHANICAL 1D+1/3D 
PERCEPTION 1D+1/3D+2 
STRENGTH 1D+2/3D+2 
TECHNICAL 1D+1/2D+2 
Special Abilities: 
Venom: Does STR+ 1D damage in stun damage only. 
Story Factors: 
Language: Slith do not have vocal chords and cannot 
speak Human languages. 
Move: 8/10 (normal), 12/15 (sidewinding) 
Size: 3-5 meters long 


Gerbs 


The other species showing evidence of intelli- 
gent behavior is the Gerb. Gerbs are small, one 
meter tall beings which have short fur, manipula- 
tive arms, and long hind legs developed for leap- 
ing and running. They have metallic claws de- 


Gerb Burrow 


Gerb Burrow Map Key 


1. Hidden Entrance 
2. Communal Chamber 
3. Sleeping Chamber 


5. Ceremonial Chamber 
6. Hidden Entrance 
1. Hidden Entrance/Air Tube 


4. Storage Chamber 
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signed for digging in the rocky ground, and long 
tails which serve to balance their bodies. 

These small beings have enormous, mobile 
ears. They use these to detect approaching en- 
emies and to provide a method for cooling off. 
Like radiators, the Gerbs lose heat through these 
outer organs. Nearly one-fourth the length of 
their bodies, the Gerb's ears contain a network of 
tiny blood vessels near the surface of the skin so 
that, as the wind blows across them, it cools the 
blood. If the temperature drops, Gerbs fold their 
ears back close to their bodies. 

Gerbs do everything rapidly, always making 
quick movements. They flee at any sign of dan- 
ger, but can deliver vicious kicks with their hind 
legs if forced to defend themselves. 

The Gerbs have more of a community and 
settlingspiritthantheir wandering counterparts. 
This is because, unlike the Slith, the Gerbs have 
moved beyond a hunting and gathering society 
to an agricultural one, which requires the estab- 
lishment of permanent settlements. 

Most Gerb communities are on the small side, 
and consist of approximately 10 families. Each 
family dwells in a cool, underground burrow 
which is often expanded and linked to other bur- 
rows via adobe walls and domes. When a commu- 
nity grows too large for the available food supply, 
asmall segment of younger Gerbs will split off, and 
search for a new locale for settlement, searching 
the rocky plains and mesas for an oasis or stream 
which will form the nucleus of a new village. 

The Gerbs raise several crops throughout the 
year, consisting mostly of several hardy strains 
of barley, herbs, and various species of cacti. 
Many settlements water their crops by way of a 
bucket brigade, though several more advanced 
communities have developed a primitive system 
of irrigation canals, which divert water from 
nearby streams to their fields. 

Gerbs, unlike the Slith, do have a verbal lan- 
guage, complemented by complicated body 
movements involving their ears, tails and claws. 
They seem to be communal beings, with no clear 
leaders. All work for the benefit of the burrow — 
raising crops, diggingthe den, and protectingthe 
young. The Gerbs use a number of primitive 
tools, and have developed an extensive bartering 
system to facilitate the exchange of goods. 

A peaceful species, Gerbs have been seen 
cooperating with their Slith neighbors on rare 
occasions. But usually the two species have little 
to do with each other. 


m Gerbs 
Attribute Dice: 12D 
DEXTERITY 2D+1/4D 
KNOWLEDGE 1D/3D+1 
MECHANICAL 1D/3D 
PERCEPTION 2D+1/4D 
STRENGTH 2D+1/3D+2 
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TECHNICAL 1D/2D+2 

Special Abilities: 

Accute Hearing: Gerbs gain a +1D to their search. 
Claws: Do STR+1D damage. 

Kick: Does STR+1D+2 damage. 

Move: 8/12 

Size: 1-1.5 meters tall 


Creatures 


Reptiles and insects are more at home in desert 
environments than most other creatures. These 
species require very little water. In fact, they 
obtain most of what they need from the food they 
eat. Their tough scaly skins or shell-like cara- 
paces help retain moisture, as well. 


Twilight Lizards 


These small creatures, less than a meter long, 
come out of their hiding places during the twi- 
light period, thus their name. They search out 
bugs once the sun begins to set, disappearing 
beforethe cold night grips the moon. They travel 
on four clawed legs, using long tails for balance 
and to shift direction quickly. Twilight lizards 
retain almost their entire weight in liquid, making 
these creatures good sources of moisture and 
food for other inhabitants of the moon. 


m Twilight Lizards 
Type: Small lizard 
DEXTERITY 2D 
Running 4D 
PERCEPTION 1D+1 
Sneak 3D+1 
STRENGTH 1D 
Special Abilities: 
Teeth: Do STR+2 damage 
Claws: Do STR+2 damage 
Move: 8 
Size: 0.6-1 meter long 
Capsule: Twilight lizards are an excellent source of 
water and nourishment, and are valuable trading 
commodities when dealing with the Slith, though 
this is not common knowledge. 


Burning Snakes 


These winding, three-meter-long creatures are 
one of Yavin Thirteen’s natural hazards. Unlike 
most other creatures on the desert moon, burn- 
ing snakes do not seek cover from the hot sun. 
Instead, they bask in the burning rays, absorbing 
the heat into their thick scales. Literally glowing 
from the energy, these living solar collectors 
convert the energy into usable nourishment — 
not unlike the method used by plants. But the 
energy is also used as a defense mechanism. 
Burning snakes can give off great waves of heat at 
will, scalding any who approach too close. 


m Burning Snakes 
Type: Serpent 
DEXTERITY 2D+1 
PERCEPTION 2D+2 
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STRENGTH 1D 

Special Abilities: 

Heat Radiation: The burning snake absorbs and gives off 
waves of heat from its thick scales. These waves can scald 
any who approach them, burning through even light 
survival gear to do 4D damage. 

Move: 8 

Size: 3 meters long 

Capsule: Burning snakes are natural hazards in the 
deserts of Yavin Thirteen, and can be especially 
dangerous when encountered in great numbers, 
since they can combine attacks to throw off super- 
hot waves of energy. 


Tripion 

Tripions are ideally suited for living on Yavin 
Thirteen, as they can withstand great amounts of 
heat. Still, they spend most of the day sheltered 
under stones, coming out at dusk, dawn, or the 
deep of night. These secretive creatures range in 
size from less than a meter up to 18 meters, 
depending on the age and species. Already, over 
600 species of tripions have been logged. 

Tripions are nasty-looking scorpion-like crea- 
tures, who have three stinger-tipped tails, snap- 
ping pincers, and spider-like legs. They feed on 
insects and small lizards. When hunting, the 
tripion uses its stingers only ifthe prey is large or 
struggling violently. It also uses the venomous 
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stingers for defense. The stings range from an- 
noying to deadly, depending on the size and 
species. The tripion can sting three times in 
quick succession. 


m Tripions 
Type: Desert crustacean 
DEXTERITY 3D«2 
PERCEPTION 1D+2 
STRENGTH 1D-5D* 
Brawling 5D+1 
*The larger species of tripions will have greater Strength. 
Special Abilities: 
Pincers: The pincers do not themselves inflict damage, but 
are used to seize and hold prey. When a tripion makes a 
successful pincer attack, its target must make a Moderate 
Dexterity roll. Characters who fail this roll are held fast be 
the creature, and suffers a-2D penalty to Dexterity. Break- 
ing free of the pincers requires an opposed Strength roll; 
the character must succeed by six or more points to break 
free. 
Venomed Tail: The three tail stingers can stike in the same 
turn. The smaller tripions mostly cause stun damage of 
1D-2D, while the larger species tend to do 3D-4D+1 regular 
damage, because their venom is more potent. 
Move: 12 
Size: 1-18 meters long 
Capsule: Tripions do not really consider character- 
sized creatures their normal prey, and will avoid 
them. However, they will sting in defense if pro- 
voked or approached. 
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PZ inhabitants 


Yavin system houses a number of inhabitants, 
but none have yet set up permanent settlements. 
Instead, people have come from other parts of 
the galaxy to explore, to exploit for gain, and to 
establish a military presence. 

Here are those currently sanctioned by the 
Empire to be in this system. They are presented 
in no particular order. 


The Corusca Fishermen of 
Yavin 


There is a phenomenon occurring on Yavin 
which occurs in a small number of gas giants, 
where the combination of elements in the planet’s 
turbulent atmosphere combined with the tre- 
mendous pressure exerted by that atmosphere 
allows the creation of extremely dense and hard 
gemstones called corusca stones. 

Corusca stones are a combination of carbon 
and metallic hydrogen. They are formed deep 
within the core of Yavin where intense atmo- 
spheric pressure strips the electrons from the 
nuclei of the hydrogen atoms and combine those 
altered nuclei with densely compressed carbon, 
“fixing” the metallic hydrogen in that state. Even 
if pressures on the corusca stones are reduced to 
zero, the stones retain their form and their scin- 
tillating coruscation of color. 

Turbulence within the continuously collaps- 
ing core of Yavin washes the corusca stones to 
the slushy surface of the core. There, giant, graz- 
ing crawlers, in their constant search for nour- 
ishment, dislodge the corusca stones. The dis- 
lodged stones are then susceptible to the normal 
winds of Yavin, which can exceed 600 kilometers 
per hour, and to the fury of the roving cyclonic 
storms, which have winds raging within them at 
speeds three and four times the speeds of normal 
winds. The winds pick up the stones and hurl 
them round and round the planet, shunting them 
from one belt of winds to the next and causing a 
natural sorting of the stones to take place. 

The larger, heavier stones remain deep within 
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the atmosphere; smaller stones rise to higher 
levels according to their weights and the wind 
speed of the belt they occupy. The smallest, 
almost wispy, corusca stones rise to the highest 
levels of the atmosphere. It is these smallest 
stones, and occasionally larger ones, that are 
able to be harvested and sold at astronomical 
prices in the jewel markets of the galaxy. It is 
these smallest stones that make people every- 
where dream of the deeper, unreachable trea- 
sure of larger stones. 


Corusca Stones 


Silvery, translucent corusca stones are struc- 
turally composed so that they not only refract 
and reflect light into a rainbow coruscation of 
color, but they also trap light within themselves. 
That trapped light can be seen in every corusca 
stone, even in the mere grains of corusca sand, 
whirling and bouncing around within the heart of 
the stone. Occasionally, some of the trapped 
light inside a stone will bounce out, beaming a 
ray of vibrant brilliance. The visual effect ofthese 
rays when they occur in darkness is breathtaking 
and quite startling. Wearers of corusca stones 
seldom gounnoticed. To compare coruscastones 
to diamonds is to compare diamonds to coal. 

Corusca stones, and their bretheren gener- 
ated by other gas giants, are among the hardest 
naturally occuring compounds in the galaxy. They 
can slice through transparisteel like a laser 
through Sullustan jam. Consequently, they are 
sought not only for their beauty and marketability 
as gemstones, but also for their industrial uses. 


The Damarind Corporation 


Where there is beauty that can be harvested 
and sold, there are the hunters and exploiters of 
that beauty. The Damarind Corporation is a con- 
sortium of jewel merchants with representatives 
on almost every habitable planet in the galaxy. 

The Damarind Corporation is particularly in- 
terested in the discovery of any gas giant produc- 
ing corusca stones, and has an exclusive con- 
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tract to harvest the gems within the Empire, and 
to sell them in a controlled market. In exchange 
for its cooperation, the Empire is given a gener- 
ous percentage of the stones, and of the profits 
from the stones. 

Shortly after the Battle of Yavin, mysterious 
anduncataloged corusca stones began to appear 
intheblackmarket gem trade. Investigators traced 
the pipeline back to a squatter's operation in the 
Yavin system. Damarind immediately set up op- 
erations at Yavin, ousting all competitors with 
Imperial aid. 

Damarind takes the risks involved in harvest- 
ing the stones, and the Empire takes an Imperial 
share, providing only the fishing rights and "es- 
cort" service to the ships transporting the corusca 
stones. 


Damarind Fishing Station 


No artificial construct could exist for long in 
the violent atmosphere of Yavin. Damarind Cor- 
poration constructed alarge space station above 
Yavin, in an orbit that lies midway between Yavin 
and its first moon. The station is not in geosyn- 
chronous orbit, but roams above the planet, 
tracking and following the paths of the various 
cyclonic storms in Yavin's atmosphere. It is in 
these storms and in the turbulence surrounding 
them that some of the larger corusca stones may 
be harvested. 

The Damarind space station serves as a fish- 
ing port for the company fleet of specially de- 
signed small, sturdy vessels that sail down into 
Yavin's atmosphere and do the harvesting of the 
corusca stones. Each of these vessels, known as 
"trawlers," carries a crew of 12, up to eight one- 
man vessels called "skiffs," and a five-kilometer- 
long energy purse seine. 

Once the trawler has entered Yavin's atmo- 
sphere and found what its captain thinks is a 
good fishing area, the skiffs are manned and 
deployed in a long arc behind the trawler. Then, 
the purse seine is released, spread by the skiffs, 
andtowedthroughtheatmosphere bythetrawler. 
The fishermen in the skiffs also attach their craft 
totheseine, monitoring the pulses of energy that 
flow through its thickly corded flexsteel cables. 
The energy arcs across the gaps in the mesh of 
the seine, allowing atmosphere to pass through, 
but trapping any solid matter born aloft by the 
fierce winds. 

Any differential in resistance of the energy 
arcing across the gap, as indicated on the moni- 
tors in the skiffs, means that something has been 
caught in the seine. If even only one catch is 
detected (the value of even one small corusca 
stone is worth this expenditure of energy), the 
skiffs drop down to the bottom of the seine and 
pull its “purse strings," closing the bottom of the 
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seine and trapping anything inside of it. With the 
skiffs helping, thetrawler retrieves the seine and 
the crew aboard examines the catch. Then the 
seine is redeployed and the entire operation is 
repeated, again and again, for 10 Standard Days 
(the average duration of a fishing cruise). Often, 
even after spending their allotted time fishing, 
the trawlers return with no corusca stones to 
show for their efforts. 

Returning with the "holds" empty is not devas- 
tating to the company-employed fishermen, since 
they receive a regular wage along with a percent- 
age of the profits for any corusca stones they 
harvest. For the small fleet of independently- 
owned trawlers and their crews, returning 
catchless is far more critical. These crews re- 
ceive no wage from Damarind and depend on the 
credits they get from the sale of their catch. Yet, 
since it is to Damarind that the independents 
must sell their catch, and since it is Damarind 
that controls the market and sets the purchase 
price, few independent fishermen will ever grow 
rich. 

An unsuccessful fishing cruise for an indepen- 
dent could mean the loss of the trawler and all its 
gear, and along voyage home as a deckhand. Or 
worse yet, ifno deckhand openings are available, 
it could mean years of working at some menial 
job at Damarind Fishing Station, trying to save up 
enough credits to pay for passage home. Yet, 
each cycle more independent corusca fishermen 
brave the rigors of Yavin's atmosphere in an 
attempt to make the “big catch,” to net the larger 
stones near the dangerously swirling storms or 
the stones deeper in the atmosphere. Many new, 
experimental vessels have sailed into the swirl- 
ing clouds, trying to withstand the tremendous 
pressures deeper in the atmosphere. None of 
them has ever returned, and the substantial com- 
pany award for developing a technology that will 
enable the piloting of the experimental ships 
deeper than anyone has gone before remains 
unclaimed. 


m Damarind Fishing Station 
System: Yavin 
Starport Type: Limited services 
Traffic: Rare 
Control: Controller 
Landing: Directional beacon 
Docking Areas: Docking bays 
Docking Fee: 100 credits a day (free for company vessels) 
Customs: Imperial and local patrol 
Services: See below 


Capsule: Damarind Fishing Station is not a public 
facility, though legitimate visitors to the system are 
occasionally permitted to dock here and make use 
of the station’s very limited services (for a substan- 
tial fee). Security is extremely high in the station, 
due to the nature of the industry, and personnel 
and cargo are thoroughly inspected whenever they 
leave the station (there are no exceptions — even 
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visiting company security inspectors are searched). 

There are a few business establishments in the 
station run by Damarind subcontractors, including 
a small pub, an entertainment center, and a 
wegsphere court. 


Station Security. All stats are 2D except: Dex- 
terity 3D, blaster 5D«1, dodge 4D+2, command 4D, 


search 7D, Strength 3D. Move: 10. Equipment: 


Blaster rifle (5D), blast vest (+1 energy, «1D physi- 
cal), comlink. 


On the High Seas 


Fishing in the high atmosphere of Yavin for 
corusca stones is not unlike fishing in the surface 


seas of some water-bearing planet. Each type of 


fishing has its dangers, but the dangers of corusca 


fishing far exceed those of any other type of 
fishing. 

The pressure at the very top of Yavin's atmo- 
sphere is five Standard Atmospheres, and it in- 
creasesrapidly as one descends toward the core, 
making the danger of being crushed inside a ship 
whose hull integrity has been breached by a 
wind-driven corusca stone far too likely. 

The turbulence of the winds themselves must 
also betaken into consideration. They can easily 
toss atrawler out of control, smashing it against 
its skiffs, tangling it in its own energy seine, and 
dragging it deeper into the ship-crushing atmo- 
sphere. And even though the skiffs are almost all 
engine, they too can be tossed and smashing 
upon the winds of Yavin. 


Report For Wetyin's Colony on Yavin Four: Initial Flyover 


To: Commander Deffan 
From: Scout Gorsek 
Subject: First Impressions 


Sir, while | cannot thank the Imperial bu- 
reaucracy for the numerous delays and 
aborted postings Wetyin's Colony has suf- 
fered these seven years, | am confident that 
Yavin system will more than make up for the 
harassment. There are merely three planets 
in the system, and I first took these as a bleak 
prospect, as none is fit for habitation or re- 
deems itself with easy profits from its raw 
assets. 

But the moons of the principal planet area 
system in themselves, and offer promise in 
direct proportion to the dismal planets. Three 
of the moons at least are habitable, several 
others look to yield assayable ores for manu- 
facture and sale. 

But Sir, it is the green moon that intrigues 
me. Sheis an emerald to jewel Wetyin’s Colony 
with verdant fire! 

This is the site of the Rebels’ boasts, the 
battlefield on which they claim to have routed 
the might of the Empire. To be sure, there is 
debris in her orbit, but I cannot credit cata- 
clysm on a planetary scale. The world looks 
untouched. As Imperial data-trans said, reports 
of their demise must be greatly exaggerated. 

My scopes register four continents which I 
have tentatively named Koos, Starloft, Swivven 
and Wetyin — reserving the last for the great- 
est landmass, of course — for ease in report- 
ing. All four experience near-perfect weather 
conditions, and each has several stone ruins 
which should house colonists until land can 
be cleared. 


I can parcel out homesteads from orbit, if 
you like. 

You will, of course, receive the whole text 
of the geo-bio assay on our return, but I would 
recommend some species from my own agri- 
cultural expertise. Our ruminants will be bet- 
ter served by grassland than by jungle forage, 
so I would accelerate the hydroponics pro- 
gram with hard grains and gramma, and hold 
in reserve the vast majority of embryos to be 
implanted onworld. 

The only exception to this would be the 
draft bantha for clearing terrain —my life- 
form readings give no indication of larger 
predators, and the smaller will not bother 
hardened adolescents. 

The hardware for harnesses will haveto be 
galvanized against the constant moisture, and 
all organics treated for mold. 

Marine equipment will have to be aug- 
mented as well, unless I miss my guess, for 
this moon has nearly three times the open 
water of that dismal swamp, Betshish. I re- 
joice now that they found sentience on land- 
ing and removed the world from our title. It 
would have been a pox on our legacy. 

Sir, I wish you could see dawn touching this 
moon with your own eyes — after our perse- 
cutions, after our exile, after our long suffer- 
ings, the Colony has at last a homeland to 
rival — and I believe, even to surpass — old 
Setor. We need never live in fear again. 

Of course, provided the Empire grants us 
the final permits once our exploration re- 
ports are complete. 


Your servant, 
Lile Gorsek 
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Imperial Salvage Station 


This typical salvage space station was 
positioned by a Star Destroyer and, when 
its mission has concluded, will be 
diassembled and removed the same way. 
Its job is to gather, catalog and analyze the 
remains of the Death Star battle station. 


A. Main Power Cells 

B. Command Center 

C. Laboratories 

D. Living Section 

E. Workshops/Storage 

F. Backup Power Cells/ 

Main Computer 

Salvage Station Map Key 


1. The main station core 

2. Docking work cage 

3. Zero-g testing sphere 

4. Salvage holding sphere (now 
serving as TIE hangar bay) 


5. Radiation workshops 
6. Station hangar bay (also serving as 
stormtrooper barracks) 


Side View 


Stephen Crane 
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The floaters also present a very real danger to 
the corusca fishermen. Since even the smallest 
floater is as large as a stock light freighter, colli- 
sion between a floater and a trawler will prove 
severely damaging to both the trawler and the 
creature. If caught in a seine, a floater shark will 
thrash wildly, endangering both the trawler and 
the skiffs with its frenzied movements. And the 
energy pulses of the seines seem to attract the 
floater squids and floater sharks who often at- 
tack both the skiffs and the trawlers. 


m Typical Corusca Fisherman 
DEXTERITY 3D+2 
Vehicle weapons 4D 
KNOWLEDGE 2D 
Planetary systems 2D+2, survival 2D+1, value 3D 
MECHANICAL 3D+2 
Space transports 4D+2, repulsorlift operation 3D 
PERCEPTION 3D 
Gambling 3D«2 
STRENGTH 2D+2 
Stamina 3D+2 
TECHNICAL 3D 
Repulsorlift repair 3D, space transports repair 3D«2 
Character Points: 3 
Move: 10 


Fernandin Scouting 
Expedition 

Since the discovery of the Rebel base on Yavin, 
the Empire has given an exploration permit to a 
team of explorers calling themselves the 
Fernandin Scouting Expedition. This team is os- 
tensibly exploring and cataloging the system in 
anticipation of opening Yavin up for colonization 
by Wetyin's Colony. But the Empire, which has 
banned new colonies in recent years, is usingthe 
explorers to gather information and to ferret out 
any other secrets the system may have. 

These explorers are building upon the data 
provided by the original Old Republic scouts 
who first charted the system, and more recent 
corporate surveys. They have made initial con- 
tact with the intelligent species of Yavin Thir- 
teen, and uncovered additional information about 
the lost species of Yavin Four, the other moons, 
and the three planets that orbit the star. 

The explorers are aware that the Empire isn't 
as interested in the scientific studies as it is in 
cataloging the new species and the examination 
of Rebel base sites. But they are working under 
theassumption that their permit is good and will 
be honored when the time comes to move the 
colony. The Empire's past history with other 
colony contractors, however, suggests to impar- 
tial observers that the Empire will never get 
around to processing the final permits. 


m Typical Scout 
DEXTERITY 2D+2 
Blaster 3D+2, dodge 3D+2 
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KNOWLEDGE 4D 
Alien species 5D, survival 5D 
MECHANICAL 3D 
Space transports: 4D 
PERCEPTION 2D 
Search 3D 
STRENGTH 3D 
TECHNICAL 3D+1 
First aid 4D+1 
Character Points: 4 
Move: 10 


Imperial Salvage Operation 


Located in orbit around the planet Yavin, an 
Imperial Salvage Station has been set up to col- 
lect the remains of the destroyed Death Star 
battle station. In the early hours after the de- 
struction of the weapon, other salvaging compa- 
nies, such as the Ugors, arrived and carted off 
large chunks of debris. But an Imperial cordon 
was quickly established to halt further theft by 
unauthorized agencies. 

Now this station has been established to re- 
cover the wreckage, and to maintain an Imperial 
presence inthe system. The station is manned by 
an actual salvage team, under the command of 
Major Reskik of the Imperial Security Bureau. 
Reskik also has three squadrons of TIE fighters — 
including six bombers — anda battalion of storm- 
troopers — including a fully equipped heavy 
weapons unit — to provide muscle should the 
need arise. 

The salvage team consists primarily of civilian 
engineers sent by the major defense contractors 
who submitted the primary system designs for 
the Death Star project. They are assisted in their 
work by military zero-G work crews provided by 
the Empire. The engineers hope to discover all of 
the weaknesses inherent in the original Death 
Star so that they can be addressed in any future 
designs. 

Working from the operation platform and sta- 
tion, the salvage teams use space skiffs and indi- 
vidual flying suits to approach the debris. They 
catalog each individual piece with scanning com- 
puters, then bringin repulsor loadlifters to move 
the piece away from the orbiting body. Then a 
cargo shuttle scoops up the piece and returns it 
to the station for examination, decontamination, 
and analysis. 

The salvaging operation has been ordered to 
proceed very carefully and slowly. In this way, 
Reskik can keep up the pretenses of a peaceful 
system for as long as possible before instituting 
military law. 


m Imperial Salvage Station 
System: Yavin 
Starport Type: Limited services 
Traffic: Rare 
Control: Controller 
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Landing: Directional beacon 

Docking Areas: Docking bays 

Docking Fee: Not applicable (restricted to Imperial ships) 
Customs: Imperial patrol 

Services: None (provided to Imperial ships only) 


Capsule: This station's mission is to gather, cata- 
log, and analyze the remains of the Death Star battle 
station. There is also a surprisingly large Imperial 
force stationed aboard for such a small mission. 
The station is amodular design common through- 


out the Outer Rim Territories, and often deployed 
in Imperial operations. The station was brought to 
Yavin via Star Destroyer, and assembled in orbit. 
When its mission has concluded, it will be disas- 
sembled and removed the same way. 


Imperial Salvage Team Member. All stats are 
2D except: value 4D, computer programming/ 
repair 4D, capital starship repair 4D. 


————— 
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Adventure Outlines 


This section describes a few adventure out- 
lines, or story ideas, set in the Yavin system. 
Story ideas aren't complete adventures: each 
provides a general plot line for an adventure, 
suggesting objectives, locations, obstacles and 
interesting personalities. To develop the story 
ideas into complete adventures, gamemasters 
will have to determine the actual look of encoun- 
ter locations, draw maps, and list the attributes 
and skills of the gamemaster characters. Game- 
masters might also wish to add secondary and 
incidental encounters to the adventure, create 
scripts to open the action, and develop the back- 
ground to fit them into their campaigns. 


S.O.S. — Plague! 


Background 


Fernandin's Scouting Expedition has sent rep- 
resentatives to make contact with the Gerbs. But 
the scouts have brought a disease to Yavin Thir- 
teen — a disease that threatens to destroy the 
burrowing species completely! Also on the moon 
isanundercover group of Rebel negotiators seek- 
ing to establish relations with the two intelligent 
species. The characters, sent to pick up the 
negotiators, intercept the scout's com message: 
a universal plague mayday. Not only are the 
scouts interested in helping the Gerbs, they also 
find that the germ they brought with them has 
mutated into a form dangerous to Human life — 
and they and the Rebel negotiators have been 
infected. 

The com message has been broadcast to the 
rest ofthe expedition, and the Imperials upon the 
salvage station have also picked it up. The char- 
acters intercept additional messages including a 
request for the Imperials to make their laborato- 
ries available to the expedition's biology team, 
andareport from Major Reskik outlining his plan 
for halting the plague — a plan which involves 
wiping outthe Gerbs and the scouts with concen- 
trated TIE bombing runs! 


AR... 
ARST 


Adventure Outlines 


Can the characters pull a humanitarian coup: 
sneak the biologists onto the salvage station to 
design a cure, delay the TIE bombers, and then 
get the remedy to Yavin Thirteen before the 
plague spreads? Can they do this without a direct 
confrontation with the Empire? And can they 
rescue their negotiation team and establish new 
allies for the Rebellion? 


Is There a Doctor in the System? 


lf the Rebels hope to stop the slaughter of the 
Gerbs and the scouts quarantined on Yavin Thir- 
teen, as well as save those infected with the 
mutated plague (including the Rebel team they 
were supposed to pick up), they must first con- 
tact the biology unit of Fernandin’s Expedition. 
Dr. Pippa Rosheed and her biology team are 
currently exploring the Massasi site on Yavin 
Four. 


Episode Objective: To locate and contact Dr. 
Rosheed to procure an antiviral remedy that will 
stop the plague. 


Obstacles: Yavin Four's native creatures, the 
distrustful nature of Pippa and her team, and the 
time constraints imposed by the mutated dis- 
ease. 


The episode begins with the characters dis- 
covering that Yavin Thirteen has been quaran- 
tined because of a spreading mutated plague. 
Beside the Rebel negotiators still hidden some- 
where on the moon, a scouting team and two 
entirespecies of sentient beings areimperiled by 
this deadly disease. 

They intercept a com message from the com- 
mander of Fernandin's Expedition, requesting 
that the Imperial salvage station allow his biolo- 
gists the use of their laboratory. With proper 
support computers, he is confident that the dis- 
easecan be contained — if not halted altogether. 

But the Imperials refuse the request, stating 
that they have already sent for a medical frigate. 
Why the Imperials have refused access to their 
facilities is unknown, but the frigate isn't sched- 
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uled to arrive for more than 48 hours — and the 
disease appears to kill its victims within 24. If the 
Rebel team is to be rescued, and the scouts and 
natives as well, then the characters must act 
now. 

So the first course of action is to find the 
biologists. After a brief trek through the jungles 
of Yavin Four, they find the biology team deep in 
the ruins of the Massasi temple. But Dr. Rosheed 
is distrustful of the group, unsure of their true 
nature or intentions. While they may not be able 
to convince the doctor of their true identities, 
they could convince her that they are the disease 
victims’ only hope. Humanitarian arguments work 
best, comparing similar tragedies to a possible 
wipe-out ofall life on Yavin Thirteen. She'll grudg- 
ingly admit to her theory of using Massasi blos- 
som tea, but she needs a sophisticated science 
station to test and determine correct amounts. 


To Find a Cure 


After convincing the biologists to trust them, 
the Rebels must get them aboard the salvage 
station to make use of the sophisticated comput- 
ers and other instruments. Here the characters 
discover the real reason that the scouts’ request 
was denied — the station secretly houses a bat- 
talion of stormtroopers and three squadrons of 
TIE fighters! In addition, TIE bombers are being 
readied for the Empire's solution to the disease 
— total annihilation of all disease carrying indi- 
viduals by concentrated bombing strikes. 


Episode Objective: To sneak the biologists 
aboard the salvage station, make use of the labo- 
ratory, and get out with a cure in hand. 


Obstacles: The salvage team, a battalion of 
stormtroopers (over 800 strong), and three squad- 
rons of TIE fighters. 


This should be a stealth-based episode. Com- 
ing on strong will prove to be the death of the 
Rebel characters and those that depend on them. 
While some combat may occur involving techni- 
cians and other salvage operatives, this violence 
will eventually put Major Reskik and his military 
units on alert. So the quieter the Rebels can be, 
the better. 

Once inside, they must find the laboratory and 
provide protection for Dr. Rosheed and her team 
while they produce the vaccine and cure. 

During this episode, the Rebels should dis- 
cover that the salvage operation is actually a 
front for a military operation. They have kept 
their presence hidden in order to flush out any 
remaining Rebels, to let the scouts work uninhib- 
ited, and to be ready to take action against the 
scouts or the sentients of Yavin Thirteen should 
that become necessary. The Rebels should also 
uncover Reskik’s plan for stopping the plague — 
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six fully-loaded TIE bombers set to pound the 
surface of Yavin Thirteen with concentrated 
bombing runs. 


House Calls 


In this final episode, the Rebels must deliver 
the drug to Yavin Thirteen before the disease 
claims the lives of those infected. Also, if Reskik 
has discovered their presence on his station, 
they must convince him to let them save lives 
before he orders the bombing runs. To keep 
negative reports from circulating (now that Reskik 
realizes that more people are aware of Yavin 
since the decisive battle) he will allow the Rebels 
to try their wonder drug — provided they surren- 
der to him once they have finished. 


Episode Objective: Convince Reskik to let 
them use the drug, reach Yavin Thirteen in time, 
and then escape! 


Obstacles: Reskik, TIE fighters, TIE bombers, 
the widely dispersed Sliths and Gerbs of Yavin 
Thirteen. 


Once the Rebels administer the drug and lo- 
cate the negotiating team, they can attempt to 
complete the deals necessary to make allies of 
the desert species. But then they must get off the 
moon and out of the system without running into 
Reskik's patrols. If they double cross the major, 
they will have an enemy for life. But if they live up 
to their bargain and surrender, they will face life 
imprisonment on an out-of-the-way labor planet. 
Neither choice is wonderful, but the former is 
probably the way the characters will decide to 
go. The climactic conclusion involves a race to 
get to hyperspace before the TIE fighters close in 
and blast them out of space. 


Corusca Caper 


Background 


The Alliance is aware of the Damarind Fishing 
Station, its purpose, and the enormous value of 
the Corusca Stones. Alliance High Command has 
come up with a plan that cannot fail: an under- 
cover team will infiltrate the fishing station, dis- 
cover the location of Damarind’s store of Corusca 
Stones, steal the stones, and bring them back to 
High Command. The Alliance can then sell the 
stones to help defray the high cost of the Rebel- 
lion, or flood the market with them, driving down 
their price and striking a telling blow to the 
Empire’s pocketbook. 


Outfitting: The Rebels are given a trawler, an 
energy purse seine, eight skiffs, and all other 
equipment and datapermits that will allow them 
to pose as independent Corusca fishermen. 


Any Port in a Storm 


The Rebels must establish their disguise and 
identities, make initial contact on the station, 
and prepare to prove their cover as fishermen. 


Episode Objective: Infiltrate Damarind Fish- 
ing Station and learn the location of the stored 
Corusca Stones. 


Obstacles: Their own disguises, the size of 
Damarind Fishing Station (the station is the size 
and complexity of a large city). 


When the Rebels arrive at the fishing station, 
they must pass themselves off as newly arrived 
independents, hire out of work fishermen to fill 
their crew to 12, and head down into Yavin's 
atmosphere to maintain their cover by actually 
fishing for Corusca Stones. 

The winds, floaters, hurtling shrapnel-like 
Corusca Stones, and the unfamiliar equipment 
and techniques play havoc with the inexperi- 
enced fishermen and their ship. If their trawler is 
severely damaged, they can dock for repairs at 
the fishing station and use the time to prowl its 
maze of corridors, slum areas, and entertain- 
ment strips, attempting to learn the location of 
Damarind’s Corusca Stones. If their spying gives 
them no clue, they can continue fishing until they 
net a stone, sell it to the Damarind buyer, and 
trail him to the storage site. 


Take the Stones and Run 


Once they find the location of the stones, the 
Rebels must figure out how to steal them and get 
out of the system before the station is alerted. 


Episode Objective: Acquire the stones and get 
them back to Alliance High Command. 


Obstacles: Damarind security guards, the 
Damarind frigate Protector, on its way to pick up 
the next shipment of stones. 


The Rebels can outwit or outshoot the secu- 
rity guards at the storage site. 

If they attempt to outwit them, they can ac- 
quire the proper clothing and forged data-codes 
(in the seedier sections of the station, anything 
can be had for a price) allowing them access to 
the stones. If they arouse suspicion by their 
actions, they can lose any pursuit in the maze of 
the station. 

If they attempt to outshoot them and win, they 
face arunning battle with more guards all the way 
back to their trawler. And Protector will be alerted 
to the theft. 

If they make it back to the trawler, sensors 
indicate the presence of the heavily-armed frig- 
ate, and the Rebels can attempt a cold jump into 
hyperspace, or avoid immediate attack by keep- 
ing the station between themselves and the Protec- 
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tor while they warm up the hyperdrive engines. 

If they use the fishing trawler to attack the 
frigate, they do not stand a chance. The Alliance 
does not get the Corusca Stones and the Rebels 
wind up captured or worse. 


Operation Recovery 


Background 


This adventure sends a group of Rebels to the 
planet Stroiketcy to investigate the findings of a 
high atmosphere probe dispatched by 
Fernandin's Scouting Expedition. The probe sent 
back sensor scans and holograms of an object 
caught in the planet's ice — an object that ap- 
pears to be an alien ship of unknown origin. 

As the planet's orbit takes it closer to the sun, 
the ice floes have begun to melt. Jutting from one 
of the melting glaciers is a ship, but further 
investigation cannot be made by long range 
probes. 

The officer in charge of the Imperial salvage 
operation, Major Reskik, has declared the planet 
off limits to the scouts. In addition, the salvage 
stationis readying an intrasystem salvage ship to 
send a team to recover the alien vessel. If it is 
important to the Empire, then the Rebels must 
reach it first and prevent it from falling into 
Imperial hands. 


The Mission 


The Rebels, currently in Yavin system to ex- 
amine Imperial activities, intercept the report on 
the long range probe's findings over Stroiketcy. 
As their ship is already available, they immedi- 
ately proceed toward the frozen planet. This 
gives them a slight time advantage over what 
they believe to be a slow-moving salvage ship. 

But the salvage ship has been upgraded to 
military standards for its mission to Yavin sys- 
tem. This gives it additional fire- and engine- 
power that the Rebels shouldn't be expecting. 


Episode Objective: To travel via sublight drive 
across the Yavin system to reach the planet 
Stroiketcy. 


Obstacles: Intrasystem hazards such as cos- 
mic storms, the time constraint to reach the 
planet first, and the military salvage ship. 


This episode becomes a race between the two 
vessels. As the Imperials do not have another 
intrasystem ship of this quality, they cannot 
mount additional ships to increase the chase. 
But they can send out the TIE squadrons. While 
these cannot reach the other planet and make it 
back to the station orbiting the gas giant because 
of fuel considerations, they can be sent out to set 
up a cordon to catch the returning Rebel ship. 
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Cold as Ice 


The Rebels reach the frozen planet either just 
ahead of or right after the Imperials. Here they 
find that the alien ship is more than half way free 
from the melting ice. But as the planet spins 
closer to the sun, the ice continues to melt. Soon 
the floe on which the ship rests will be gone and 
the ship will sink into the deep oceans of 
Stroiketcy. 

The only area solid enough to land the Rebel 
and Imperial ships is over a kilometer distant 
from the alien vessel's resting site. The Rebels 
and Imperials must travel over the ever-weaken- 
ing ice to reach the alien craft. 


Episode Objectives: To land safely upon the 
fragile ice, to make their way across the dissolv- 
ing mass while contending with the Imperials, 
and to finally reach the resting place of the alien 
ship. 


Obstacles: The rapidly melting and breaking 
upicefloe, and theImperials (includinga platoon 
of snowtroopers). 


The trek across the ice is a hazardous affair as 
the huge mass cracks and breaks apart literally 
as the Rebels hike across it. Time becomes a 
factor both for the trip to the site and the trip 
back. Plus, thereis no guaranteethat the solid ice 
under their own ship will still bethere when they 
return. 

In addition to the natural hazards, the Rebels 
must contend with the Imperial salvage unit. This 
unit is made up of a small number of technicians, 
anImperialofficer, and a platoon of snowtroopers. 


The Alien Ship 


This episode is left to gamemasters to design. 
Both groups have reached the alien ship, de- 
pending on the results of the last episodes. They 
find a large portion of a totally alien spacecraft 
jutting from the melting ice. What will they find 
within this ship? Where has it come from? What 
was the crew like? Are there any survivors? 

These are questions we leave to gamemasters 
so they may maintain the surprise and better fit 
it into their campaigns. We have provided the 
story to get the Rebels this far. What lies beyond 
the alien portal is left for others to decide. 


Short Takes 


Short takes are adventure ideas and situations 
which may be used as inspirations for full-blown 
adventures or simply adapted into play as back- 
ground color or side-stories. The above adven- 
ture outlines are focused on characters with a 
Rebel affiliation, while these are aimed as much 
at tramp freighters and smugglers as they are 
Rebels. 
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Parts is Parts 


The characters are hired to recover debris 
from the first Death Star, perhaps by some curio 
collector, a Rebel sympathizer who wants a 
unique desk trophy, or another trader who thinks 
she can get a good deal on selling them to a 
collector. 

There is still a great deal of debris from the 
Death Star in a ragged orbit around Yavin Four. 
Most of the larger chucks have already been 
recovered by Imperial salvage teams or the ini- 
tial looters, but bits of twisted metal or fused 
plastic up to a meter in length can still be found 
if the searchers are diligent. 

Settling into a regular orbit around Yavin Four 
will not be easy. Major Reskik sends regular 
patrols around the moon to watch for souvenir 
collectors and to protect the space in which his 
salvage teams are working. The characters will 
have to outfox these patrols, perhaps by hiding 
in the atmosphere of Yavin Four until the patrols 
have passed. Having to break off the search every 
few hours to hide will prolong the task immensely, 
and try the patience of any pilot. 

The search itself will require two sensor rolls. 
The first roll determines the length of the search 
—an Easy roll will require a lengthy search, while 
a Very Difficult roll will mean a significantly 
shorter search. As always, drama is more impor- 
tant than die rolls, so keep the search on as long 
as is interesting, in any case. 

The second sensors roll determines what is 
found. An Easy roll will turn up a relatively small 
lump of unremarkable material, while a Very 
Difficult roll will turn up the warped barrel of a 
turbolaser. 

Space dust, actually microscopic debris 
thrown off by the exploding Death Star, is par- 
ticularly thick in the area and poses a definite 
hazard to ships passing through. Reskik's Impe- 
rial vessels are outfitted with special filters to 
keep external exhaust ports, delicate sensor 
dishes, and openings in the hull from becoming 
clogged with the tiny metal shavings. The char- 
acters’ ship is not likely to be similarly equipped. 
Each day spent in orbit will result in minor mal- 
functions to sensors, and perhaps other systems 
as well. If an unprotected ship should stay too 
long, more serious damage might ensue. Perhaps 
the dust begins to score delicate parts deep 
within the hyperdrive nacelles? 

The characters might hit on the idea of explor- 
ing the jungles of Yavin Four for debris which 
might have fallen into the gravity well as comets. 
This is a good excuse for getting the group onto 
the planet for a variety of adventures, but the 
search for cometary material will be extremely 
difficult to undertake. There are a number of 
areas pock-marked by craters where Death Star 


residue impacted, but most of these have been 
overgrown by the vibrant jungle plants by now. It 
will take a Difficult sensors roll and several days 
of searching to find anything of interest. Even 
then, the chunk of ruined metal will be very 
underwhelming. 

Note that many character given this assign- 
ment might be tempted not to go to the Yavin 
system at all. Lumps of metal and plastic look 
pretty much alike, and it is difficult to tell if any 
particular lump came from the Death Star or an 
insystem garbage scow. Perhaps the client or 
one of his or her representatives tags along for the 
operationtoinsurethatallis handled above-board. 


Corusca Stone Heist 


Thereisavaluableshipment of corusca stones 
leaving the station within a few weeks, and a 
highly resourceful organization has decided to 
steal the shipment in the name of the Alliance. 
The Alliance has got wind of the heist (which it is 
not sponsoring), and has sent the characters to 
prevent it to avoid bad press against the Alliance 
(guilty by association). 

This organization might have any number of 
interesting backgrounds. It may, for example, be 
a militant anti-Empire cell striking a blow against 
the Empire. In this case, it is combining an attack 
on one of the Empire's assets with a fund-raising 
venture and help fund its activities (the Justice 
Action Network is a good choice). 

Or perhaps the JAN cell is actually a criminal 
organization posing as a JAN cell? Perhaps it is 
Dunstal Noft’s gang, finally moving in to seize 
some gems against his advice. Any criminal orga- 
nization is likely to have unexpected resources 
and powerful friends. 

Or maybe the heist is an Imperial operation, to 
discredit the Alliance by attacking one of its own 
assets posing as an Alliance group. In cases such 
as these, when an Imperial asset is attacked by 
Imperial forces, there are always ulterior mo- 
tives. 

Perhaps the attack was conceived and orga- 
nized by a political rival of Major Reskik, or as a 
demonstration to cow Damarind. The role of the 
characters becomes much more complex in a 
case like this, since everyone involved in the 
situation has more than one motive and objec- 
tive. The characters may even wind up in a 
situtation where Major Reskik is covertly back- 
ing the Rebels in stopping his rivals. Being in a 
position where Reskik owes them favors might 
prove to be very useful to the characters should 
they move on to other adventures within the 
Yavin system. 

In any case, stopping the thieves will be no 
simple matter. The stones are well-guarded at all 
times, so the gang will require heavy firepower, 
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thorough planning, and good intelligence going 
in. They may try to infiltrate the station and seize 
the shipment on the loading docks, or hit the 
transport ship as it leaves the system. 


Diving for Gems 


This adventure is somewhat similar to Corusca 
Caper, above, but is aimed more at smugglers 
than Rebels. 

The characters have fallen in with a freelance 
fishing trawler captain (perhaps Noft), who won- 
ders if they might be interested in doing a bit of 
poaching on Damarind’s property. He has the 
ship and experience in piloting the craft and 
selecting good spots, but he needs more hands to 
do the actual fishing. 

Sneaking into the upper atmosphere of Yavin 
can be done if the ship comes in at an angle that 
puts the planet between itself and the station. 
There are likely to be a few satellites orbiting the 
planet which are there to detect illicit fishing 
which must be eliminated or sliced into. If they 
are eliminated, the characters have from two to 
six hours before a maintenance team comes out 
to see what happened to it. If they are sliced to 
create a blind spot in the sensor net around the 
planet, it may be hours, days or weeks before the 
Damarind teams discover the alteration, depend- 
ing on how skillful the slice was. 

The characters have the misfortune to have 
selecteda particularly bad timeto begin a fishing 
run. The non-predatory floaters of Yavin have 
begun their once-a-century breeding season, 
which has not yet been observed by the Human 
residents of the system. The normally docile 
creatures have become very aggressive over the 
past few days, and are now ramming everything 
in sight., mostly other floaters, but also fishing 
skiffs. Between the berserk herbivores, the floater 
sharks and squids, and the heavy winds of Yavin, 
the fishing becomes very difficult. 

The good news is that the Imperials and 
Damarind officials will be so wrapped up in res- 
cuing their own people that they won’t have the 
time to bother with the characters if their pres- 
ence in the atmosphere is detected. The bad 
news is that the characters’ own ships are in 
danger! 

Pulling out of the atmosphere may take some 
doing, let alone netting a few gems. 


Hide and Seek 


The characters are on the trail of a fugitive. 
They might be pursuing this person for any num- 
ber of reasons. He (or she) might have stolen 
something the characters value, such as a 
lightsaber or other valuable personal posses- 
sion. Perhaps he’s an Imperial spy who was un- 
covered in the characters’ Rebel cell; someone 
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who must be stopped before he can report the 
characters' identities. If the characters are mer- 
cenary bounty hunter types, he could simply be 
a mark with a price on his head. 

In any case, he has fled to the Yavin system, 
and is heading for Yavin. As the characters pur- 
suehim, they run into alarge TIE patrol. The TIEs 
are put to flight, but not before they cripple the 
characters' ship. The characters manage to limp 
to Yavin Eight, where they hopeto put down and 
hide until they can repair their ship. 

As they circle in looking for an appropriate 
landing spot, they pick up a blip momentarily on 
their sensors, which indicates that a ship has 
landed somewhere below them. The ship ID coin- 
cides with that used by the fugitive. 

The characters put down where they think the 
other ship landed, and quickly begin repairing 
their craft. They don’t know how long it will take 
the Imperials to find them, but it probably won't 
be all that long. (They actually have about two 
days before the Imperial search and destroy 
team finds them.) 

While the mechanics of the crew are repairing 
the ship, the others might take off in search of the 
fugitive. This will be a fun exercise of slogging 
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through half-frozen bogs, marshes, and rivers, 
dodging loper herds, moss-hoppers, and ursods, 
and keeping various vermin such as leeches and 
tick mite off their bodies (the mechanics will 
have similarly enjoyable encounters back at the 
ship). The characters must call upon their search 
and survival skills to locate their quarry and 
weather the terrain. 

The fugitive has actually been here before, 
and has prepared a bolt hole for such an occa- 
sionas this. His ship is hidden in an excavated pit 
on a higher bit of dry ground, and covered with 
camonets. He is camped beneath the ship, wait- 
ing for the characters to give up and go home. He 
hasatripod-mounted blaster cannon to keep him 
company. 

As the searchers close in, a torrential rain 
begins to fall, making the ground extremely muddy 
and slippery. Things come to a rapid head as 
darkness falls: just as the search team locates 
their quarry, the ship is repaired enough to es- 
cape, and the Empire arrives in force. Things 
could get a bit confusing with various parties 
rushing around in the dark in the pouring rain, 
especially if blaster fire stirs up that nearby pack 
of loper... 
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Alzar Golan 


Type: Independent 
Corusca Skiff Pilot 
DEXTERITY 3D 

Blaster 4D, melee com- 
bat 3D+2 

KNOWLEDGE 2D 
Planetary systems 3D, 
streetwise 2D+1, survival 
2D+2 

MECHANICAL 4D 
Astrogation 4D+2, 
repulsorlift operation 
4D+2, space transports 
5D, starship gunnery 4D+2 
PERCEPTION 3D 

Con 3D+2 

STRENGTH 3D 

Brawling 3D+2, stamina 4D 
TECHNICAL 3D 
Character Points: 3 

Move: 10 

Equipment: Blaster pistol (4D), hold-out blaster (3D+1), 
high-g suit 


Capsule: Alzar Gloan is a medium height man 
with dark eyes and stiff, close-cropped black 
hair, alantern-jawed face, and a prominent lump 
bulging from his throat. He favors subued, con- 
servative clothing, which is a sharp deviation 
from his flamboyant personality. 

As a young ensign, Golan flew shuttle runs for 
the Imperial Navy. He got on rather well as long 
as he worked for officers he respected. Inevita- 
bly, however, he found himself saddled under 
some admittedly substandard superior officers, 
and it was then that the Navy discovered his 
fatal flaw — that Golan has a big mouth and no 
tact. Rather than humor his superior officers 
and wait for them to move on, he mocked their 
command styles, questioned their orders, and 
ultimately got himself bounced from the Navy 
for insubordination. 

Golan moved on to fly ships in the private 
sector, and moved from port to port, assignment 
to assignment as his wunderlust dictated. A 
daredevil showoff, Golan was often fired be- 
causehetookawful chances with company ships 
in navigating busy traffic areas, flying in risky 
weather, performing outrageous stunts because 
fellow pilots dared him to, and so on. Ultimately, 
Golan found himself in the Yavin system, where 
heis currently employed to fly the corusca skifís 
over the raging storms of Yavin. 

Golan is confident and cocky to the point of 
recklessness, but he is a fairly good pilot, 
nontheless. He is of the opinion that he can fly 
anything with an engine attached, and so far, he 
has not been proven wrong. 


lola Linst 


Type: Damarind Execu- 

tive Officer 

DEXTERITY 2D+2 

KNOWLEDGE 3D 

Bureaucracy 4D, busi- 

ness: jewel industry 5D, 

languages 3D+2 

MECHANICAL 3D+2 

PERCEPTION 3D+1 

Bargain 4D, command 

5D+1, con 4D, gambling 

3D+2, intimidation 4D 

STRENGTH 2D+1 

TECHNICAL 3D 

Security 3D+2 

Character Points: 5 

Move: 10 

Equipment: Datapad, chronometer, pocket computer, 
Damarind Company uniform, hold-out blaster (3D+1) 


Capsule: Linst is a woman of medium height and 
light complexion. She is a moderately attractive 
woman in her mid-30s, but her face is set in a 
near-constant frown, and faint worry lines have 
formed around her eyes and mouth she makes 


little effort to conceal. She styles her brown hair 
in a conservative Core style. 

Linst is the daughter of one of the Darmarind 
consortium's charter members. She grew up in 
the Core, and was sent to the best schools. She 
was a bright, talented young woman with good 
business instincts, and did well in the middle 
management position her father’s business con- 
nections obtained for her in the jewelry busi- 
ness. 

Unfortunately, she also fell in love with aman 
from a family Papa Linst disapproved of. When 
she declared her intention to marry this suiter, 
her father told her that a few years away from the 
high life of the Core might cool her blood, and 
transfered her out to the Diamarin Fishing Sta- 
tion. 

Linst was very upset at this move, but she is 
determined not to show it to her father or the 
spies she is sure her father has sent to the 
station to keep an eye on her. She is quite aware 
that many of the local employees feel that she 
got her present position from her connections 
rather than ability, which only makes the situa- 
tion worse. 

Still, she is a hard worker and talented man- 
ager, and is determined to do her job well de- 
spite everything. She has been Chief Executive 
Officer of the Diamarin Fishing Station for three 
years, and may go on serving there several years 
more until her father's anger cools enough to 
allow her to return to the Core. She is very 
lonely, and masks her pain by being ruthlessly 
efficient, and tends to be extremely impatient 
with delays and excuses. 
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Dunstal Noft 


Type: Independent 

Corusca Trawler Captain 

DEXTERITY 2D+2 

Blaster 3D, brawling 

parry 3D+2 

KNOWLEDGE 4D 

MECHANICAL 3D 

Astrogation 3D+1, space 

transports 4D+2, star- 

ship gunnery 4D, star- 

ship shields 3D+2 

PERCEPTION 2D 

Command 3D 

STRENGTH 3D 

TECHNICAL 3D+1 

Character Points: 2 

Move: 10 

Equipment: Blaster pistol (4D), datapad, comlink, high- 
g suit. 

Capsule: Dunstal Noft is aShistavanen Wolfman, 
rather tall for his species, and an albino. 

Noft turned to smuggling and piracy in his 
youth, and plied the stars of the Outer Rim 
Territories with a large contingency of his fel- 
lows. Though the band was successful enough 
to get a price stuck on its head, Noft himself saw 
little of the profits. At the same time, he saw the 
risk factor rising with each new job as the repu- 
tation of the gang grew. 

Noft was sent to the Diamarin Fishing Station 
as a scout for his gang, and established himself 
asatrawler captain as cover. He has discovered 
that he makes a great deal more credits by 
working honestly at corusca fishing than by 
smuggling, and that he enjoys the independence 
of working for himself. 

He is due to leave the station within two 
months and report back to his gang, but is 
seriously considering chuckinghis lifeas asmug- 
gler altogether and staying on fulltime. He has 
concluded, in any case, that a raid on the station 
would be extremely foolish, considering the se- 
curity measures he has discovered in place to 
prevent such raids. Part of his reluctance to 
return to his gang is the feeling he has that his 
advice to abort the raid would be disregarded, 
and he has no desire to participate in a suicide 
run. Of course, there are many times, when he is 
hovering over the roiling storms of Yavin being 
buffeted by gale winds, that he is certain that 
smuggling was a much safer line of work. 

Noft is reserved, self-assured, and workman- 
like. Though a rogue, he is not without honor, 
and does not hesitate to place his life on the line 
when one of his skiff pilots has gotten himself 
into a dangerous situation and needs rescuing. 
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Pippa Rosheed 


Type: Doctor and Biolo- 

gist 

DEXTERITY 2D 

Dodge 3D 

KNOWLEDGE 4D 

Alien species 5D, 

scholar: biology 6D+2, 

survival 5D+2 

MECHANICAL 2D 

PERCEPTION 3D 

STRENGTH 3D 

Stamina 3D+! 

TECHNICAL 4D 

Computer programming/repair 5D, first aid 7D, (A) 
medicine 3D 

Character Points: 6 

Move: 10 

Equipment: Medpac and jungle herbs, knife (STR+2), 
blaster pistol (4D) backpack, week's worth of space 
rations, vine rope, comlink. 

Capsule: Pippa Rosheed is a small-boned, ner- 
vous woman who is always moving. She has a 
distant and pained look about her, as if she's 
looking beyond the person she is talking to. 

Ever since her childhood, Rosheed has had a 
great love for exploration and the study of 
lifeforms. It was this love that led her to become 
a xenobiologist, and to sign on with Fernandin's 
Scouting Expedition after university. 

She has been with the company for many 
years. She began her career in the early days of 
the Empire, when society was in flux, and before 
the Empire began controlling and restricting 
private sector exploration of new systems. In 
those years, she was involved in the exploration 
of dozens of new systems, and thrived on the 
adventure of discovery. 

When the Empire began cracking down on 
non-military exploration, she left Fernandin and 
took a teaching position at Sperinad University 
onEsseles. Though she was a successful teacher 
and scholar, she missed exploration, and kept 
up with Lexi Fernandin. 

When the Empire granted Fernandin the rights 
to explore and catalog the Yavin system, she 
jumped at the chance to get back into the field, 
and resigned her position at the university with- 
out hesitiation. 

Shy but hard, Rosheed is distrustful of strang- 
ers. She is serious and rarely emotional, except 
when working on some new biological or medi- 
cal discovery. She is a loner by nature. 
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Chicak 


Type: Gerb Hero 
DEXTERITY 4D+1 
Dodge 6D+1 
KNOWLEDGE 3D 
Languages 4D, survival 
4D 
MECHANICAL 2D 

PERCEPTION 3D+1 

Con 4D+1, hide 4D+1, 

sneak 4D+1 

STRENGTH 3D+1 

Climbing/jumping 4D+1 

TECHNICAL 2D 

Special Abilities: 

Accute Hearing: Gerbs gain a +1D to their search. 
Kick: Does STR+1D damage. 

Move: 8/12 

Size: 1.1 meters tall 

Equipment: Collection of polished rocks. 


Capsule: Chichak is tall for an adolescent Gerb, 
with long hind legs, asweeping tail, long, mobile 
ears, and sharp claws. His short fur is light 
brown. 

Chichak is a rather gullible and dimwitted 
Gerb youth who is something of a restless spirit. 
He is easily bored, and in constant search of 
entertainment. 

He enjoys wandering out into the deserts of 
Yavin Thirteen for weeks on end. His elders 
suppose he is seeking enlightment, but he just 
likes to find really big cacti he can burn or knock 
down. 

Though of below-average intelligence, 
Chichak has a certain flair with telling tall tales. 
He always comes back with amazing stories of 
his supposed adventures out in the wilderness, 
which his young burrow mates love to hear. His 
elders are less thrilled when Chikchak shares his 
theories of how the world works, because they 
are invariably, horribly, wrong. 

On his last journey, Chichak met a Human 
scouting expedition, and followed it around for 
several weeks. He learned their language, and 
told them very inaccurate stories about his soci- 
ety. When he returned to his burrows, everyone 
loved his stories about the funny bipeds, but no 
one believed they were real, to his displeasure. 

Chichak's great goal in life right now is to 
proveto his burrowmates that he was telling the 
truth. He is constantly wandering the deserts 
now, searching for the Humans. 

Chichak speaks quickly and is constantly mov- 
ing about in a state that Humans equate with 
nervousness. Chichak isn’t really nervous — 
he’s simply moving ina fashion natural to Gerbs. 


Major Reskik 


Type: Imperial Major 
DEXTERITY 3D+2 
Dodge 4D+2, blaster 
4D+2 

KNOWLEDGE 2D+1 
Bureaucracy 4D+1, busi- 
ness 4D, intimidation 5D, 
law enforcement: Impe- 
rial law 6D+1 
MECHANICAL 3D+1 
Space transports 4D+1 
PERCEPTION 2D+1 
Command 5D+1, investi- 
gation 4D 

STRENGTH 3D+1 
Brawling 5D+1 
TECHNICAL 3D 
Security 5D 

Force Points: 2 
Character Points: 9 
Move: 10 

Equipment: Blaster pistol (4D), comlink 


Capsule: Major Reskik is a slightly overweight, 
bull-necked man with dark brown hair and weath- 
ered skin. He is not a very imposing man at first 
glance, but his mild demeanor masks a ruthless 
personality which will soon reveal itself in a 
contest of wills. 

Reskik grew up on a Grandeel fish farm before 
being accepted in the Academy. A bright but 
unremarkable student, Reskik forged his com- 
mand style during his Academy days — he dis- 
covered he could move ahead by soothing feel- 
ings and appearing nonthreatening to superiors. 
He also learned how to defend his own turf, and 
has a vindictive streak he indugles in only when 
he believes the target cannot strike back. 

He spent many years marking time in the 
bureaucracy of the Imperial Army before obtain- 
ing his first command in the Yavin system. Un- 
like many of his contemporaries, he sees no 
need to lord it about the system crushing all 
independent thought. It is enough to know he 
has the means to enforce his will at any time. 

As a result, while his salvage operation is 
visible to all, his military contingent remains in 
hiding within his massive space station. He feels 
this hands-off management style will make the 
workers in the system more productive. 

Though heis ruthless, Reskik is fair. If he feels 
he will win in the end, he can be very accommo- 
dating. Of course, if he is double crossed, he will 


stop at nothing to even the score. 
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Lexi Fernandin 

Type: Scout 

DEXTERITY 2D+2 

Blaster 3D+2, dodge5D+2 

KNOWLEDGE 4D 

Languages 4D+2, sur- 

vival 5D+1 

MECHANICAL 3D 

Space transports 4D+1 

PERCEPTION 2D 

Hide 4D+1, search 4D, 

sneak 4D+2 

STRENGTH 3D 

Climbing/jumping 4D, 

swimming 4D 

TECHNICAL 3D+1 

Space transports repair 4D 

Character Points: 4 

Move: 10 

Equipment: ldenti-beacon, comlink, blaster pistol (4D), 
survival pack 

Capsule: Lexi Fernandin is a stout, middle-aged 
explorer with a thick, peppered beard. 

Fernandin started his scouting company years 
ago during the expansion era of the Old Repub- 
lic. Herecruited only the best scouts and explor- 
ers, and his company slowly built up a reputa- 
tion as a crack exploration team often hired by 
corporations to sniff out new worlds for settle- 
ment and raw materials. Fernandin's Scouting 
Expedition won several lucurative contracts in 
the newly opened Corporate Sector Authority 
(CSA), which keept his teams in work for nearly 
a decade before the CSA developed its own 
inhouse team of scouts. 

In the meantime, Fernandin found that the 
Empire was no longer developing new frontiers 
for civilian settlement. Over the next half de- 
cade, Fernandin lost the best of his employees, 
who shifted to corporate or government scout- 
ing billets, teaching positions, or freight hauling. 

Fighting to keep his company alive, Fernandin 
moved at once when the permit came through to 
explore the Yavin system. Eager to get back into 
the field, he personally came out to direct opera- 
tions. 

Fernandin is childlike in his enthusiasm and 
glee, finding something to smile about in every- 
thing. But he is overcompensating on this mis- 
sion, trying to prove that he still has what it takes 
to be a field scout. 
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Dresk Kist 


Type: Slith Shaman 

DEXTERITY 4D 

Dodge 5D, melee combat 

5D, melee parry 5D 

KNOWLEDGE 2D+1 

Survival 3D+1 

MECHANICAL 2D+1 

PERCEPTION 3D+1 

Command 4D+1, hide 

4D+1, sneak 4D+1 

STRENGTH 3D+2 

TECHNICAL 2D+1 

First aid 3D+1 

Special Abilities: 

Venom: Does STR+ 1D damage in stun damage only. 
Story Factors: 

Language: Slith do not have vocal chords and cannot 
speak Human languages. 

Character Points: 5 

Move: 10 (normal), 15 (sidewinding) 


Capsule: Dreskis a fine example of aSlith female; 
long, sleek, with patterned scales. She has pierc- 
ing red eyes that she can close to mere slits for 
a powerful effect. 

Dresk has been the shaman of her clan for the 
last six seasons. As shamen, itis her taskto pray 
to the departed spirits of her ancestors, and to 
the desert gods the Slith worship. 

Dresk is also the First Mate of the alpha male, 
and therefore has authority over the other fe- 
males and young of her settlement. Though it is 
unusual for a clan shaman to also be a huntress, 
Dresk excels at both tasks. She often steals off to 
hunt game while the others are sleeping. 

On one of her sojourns, Dresk encountered 
the Rebel negotiating team which was exploring 
the planet looking for an appropriate spot to 
locate their new base of operations. 

Dresk is commanding, powerful, and ex- 
tremely holy in regard to her clan and other 
clans that know her. 


lilustrations by Stephen Crane 


Yavin Personalities 


45 


Bespin System =... T A a 
ARST 


BESPIN 


46 Galaxy Guide 2: Yavin and Bespin 


—T AL 
"WA 


EM Bespin System 


The Bespin system is composed of three worlds 
and an asteroid belt (only two of the many moons 
orbiting the principal planet Bespin are worth 
attention — the rest are smallish hunks of rock 
and debris, rarely visible and of little naviga- 
tional hazard). The metal rich world of Miser, the 
glittering asteroids of the Velser’s Ring, and the 
gas giant Bespin combine to make the system 
rich in natural resources, The volcanic world of 
Orin offers little in the way of resources, but adds 
an additional spot of color to the system. 

However, the system offers no apparent loca- 
tion to establish a permanent colony. Miser's 
proximity to the sun, Orin's massive volcanic 
activity and Bespin's lack of surface seemed at 
onetimeto dictatethat the system would remain 
a showcase of the galaxy, another uninhabited 
system along the empty Ison Corridor. 

But when a private survey team hired by the 
now legendary Lord Figg discovered great quan- 
tities of Tibanna gas, auseful hyperdrive coolant, 
readily available in the upper level of Bespin's 
atmosphere, ingenuity overcame natural ob- 
stacles. Within a decade, the Floating Home min- 
ing colony had been established on Bespin. A 
decade after that, construction began that would 
expand the main concourse into the floating 
metropolis known as Cloud City. 


Miser 


The first planet from the sun, Miser is a small, 
metal-rich world centered around a large iron 
and gententhium core. All the metals used to 
build Cloud City were dug from Miser, and the 
world still bears the marks of the mammoth 
effort. 

With Miser's lack of atmosphere, slow period 
of rotation and closeness to the sun, the surface 
environmentis anything but hospitable. The day- 
side of the surface is baked to temperatures of 
530 Standard Degrees and the nightside cools 
down to minus 210. Environment suits are prac- 
tical on the dayside for only 30 to 45 minutes at a 
stretch, as the suits expend atremendous amount 
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of energy trying to keep temperatures at a toler- 
able level. 

During Cloud City’s construction, life support 
systems were used in Miser’s tunnels to reduce 
the temperature extremes. Even with this help, 
only sturdy Ugnaughts were able to regularly 
withstand the environment. Today the mines 
have returned to their original, inhospitable state. 

The planet’s metal core creates another prob- 
lem for visitors, as it generates a powerful mag- 
netic field around the planet, rendering all but 
the most heavily shielded equipment useless. 
Random fluctuations in the field cause comlink 
ranges to vary from static to up to a kilometer, 
with a mere six meters the average. Scattered 
across the planet's face are several dozen deep 
craters which long ago served as landing bays for 
the Ugnaught mining operation. 

Not only is the world still rich with raw metals, 
but its tunnels still harbor remains of heavy 
machinery. Though the equipment is obsolete in 
most cases, parts may still have value. Unfortu- 
nately, mynocks also infest the corridors, feasting 
on raw ores and radiation from the nearby sun. 

Miser is arough and unforgiving environment, 
and no one goes there without good reason. This 
is actually one very good reason for going there 
in the minds of certain smugglers, who desire 
both close proximity to Cloud City and the Trade 
Spine, and more privacy than Bespin can pro- 
vide. In the past two centuries Miser has served 
on and off as a base for scavengers, pirates and 
recently, according to rumor, stormtroopers. 

In recent years, a band of smugglers maintain 
a small covert base on Miser which they can use 
as a bolt hole when the Imperials are on their 
tails. The base is a carefully guarded secret, 
known only to the handful who developed it. 

The base is hidden down a kilometer-long 
mine shaft left over from the days the Ugnaughts 
were mining the ore needed to construct Cloud 
City. Because of the magnetic field generated by 
the planet, it is extremely difficult to detect activ- 
ity at the base of the shaft. 
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"Base" is probably an overly kind word for the 
locale. It is little more than a cavern, only half of 
which is sealed and shielded from the harsh 
temperatures outside. The shielded section con- 
sists of a series of modular garrison components 
lashed together and kept running by a small field 
power generator. 

The bolt holeis rarely occupied because of the 
intense heat the shields can only begin to block 
out. It is a hiding place of last resort, but spacers 
in the know are thankful they have a place to run 
when even Port Haven is too hot. 


Orin 

Knocked from its orbit many milleniaago when 
the system's third world shattered and became 
Velser's Ring, Orin now circles the sun in a wildly 
erratic pattern. At one end of its eight month 
journey it travels improbably close to the sun, 
approaching but never entering the orbit of Mi- 
ser. On the far curve, Orin crashes through the 
asteroids of Velser's Ring, spends a month in 
relative peace, then crashes back through the 
Ring once more on its return. 

The alternating stresses of the sun's gravity, 
along with the periodic bombardment of aster- 
oids, keep Orin rolling to its very core. The 
surface is a black, rocky crust carved by glowing 
redrivers and dotted with active and semi-active 
volcanos. Earthquakes occur regularly, and the 
world is never without the bloom of fiery erup- 
tions. The air is choked with volcanic soot and 
the heat would stifle even a well-bred eglatt. 

Fifteen scientific survey expeditions havelisted 
Orin as their target of record. Ten returned, and 
of those, eight were forced to scuttle before any 
in-depth research had been conducted. 


Velsers Ring 


The Ring, it is theorized, was once an unstable 
gas giant in the system’s third orbit. It exploded 
and sent the gases and liquids from which it had 
formed off into the deep cold of space. Most of 
these now-frozen materials can pass or refract 
light. From certain angles the Ring appears to be 
a massive space rainbow stretching as far as the 
eye can see. 

Monthly Ugnaught expeditions are sent to 
collect chunks of various frozen gases to use for 
lasers, carbon-freezing units, and the giant trac- 
tor beam helix tubes which plunge down to the 
lower depths of Bespin's cloud layer. 


Bespins Moons 


H'gaard and Drudonna, the largest of Bespin's 
satellites (Khown as TheTwins), spin about Bespin 
at roughly the same orbital plane. From Cloud 
Citytheylooktobethesamesize, though H'gaard, 
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considered the “male,” is actually larger. The size 
similarity is an illusion created by the actual 
distance the two bodies are from one another. 
Drudonna completes her orbit twice as fast as 
H'gaard, and they appear in the sky together for 
a period of about a week once every three Stan- 
dard Months. 

The two moons are two and a half kilometers 
and five kilometers across respectively. Both are 
ice worlds with rocky cores. At night from Cloud 
City, they appear as pale green disks about the size 
ofahuman hand. Neither moon has any resources 
of note, and both are without atmosphere. 


Bespin 
Throughout the galaxy spin a great variety of 
planets — some with rocky cores, some with 
metallic; some layered with ice, others with lava; 


Getting to Bespin 


The Bespin system is located just off the 
Corellian TradeSpine and at the head of the 
Ison Corridor. 

The Corridor consists of four systems in 
anearly straight line, beginning with Bespin 
and followed by Anoat, then Hoth, and fi- 
nally Ison. The standard hyperspace jour- 
ney from onesystem to thenext is a mere 14 
hours or less. Since the Corridor is lightly 
populated, it holds little interest to most 
tourists and merchants. 

The nearby Corellian Trade Spine draws 
almost all the traffic that might pass along 
the Corridor. The proximity of a standard 
Trade Spine jump port, combined with the 
lack of such a jump port in-system, means 
Bespin enjoys accessibility with privacy. 
The only people who stop at Bespin are 
those who have business there, either as 
traders or tourists. 

Beforethedestruction of Alderaan, there 
existed a profitable trade triangle which 
ranthrough the Alderaan, Bespin, and Corel- 
lian systems. Thetrade was minor by Corel- 
lian and Alderaanian standards, but Bespin 
being a much smaller community, profited 
immensaly. The loss of this trade triangle 
has cut into Cloud City's profits, and Baron- 
Administrator Lando Calrissian is working 
hard to insure no further disruptions to 
trade are forthcoming from the Empire. 

All ships, including the popular Galaxy 
Tours excursion, get an "uncommon route" 
classification on passage costs to Bespin. 

Drudonna is home to Shirmar Base, a 
staging area for Ugnaught expeditions to 
the Ring and a processing plant for aster- 
oids brought back. 
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some growing green and lush, others steaming 
and poisonous. But of all the types of worlds 
found in orbit around the galaxy's countless 
suns, it is gas giants, with their colorful clouds 
and violent storms, that are considered the most 
spectacular. 

There is an irony that though many visitors to 
these massive worlds might come away awed by 
the variety of colors or desirous of the abundant 
gas resources freely available, none return to 
establish a colony or an outpost, for it is the 
nature of gas giants to lack surfaces upon which 
anything can be constructed. 

Several attempts at building mining colonies 
on gas giants have been tried through the millenia, 
most notably the TriGas Corporation's dirigible 
operation on Nosken, and Bosken & Bosken’s 
charter on Pesitiin. But none, up until Lord Figg's 
colony on Bespin, could maintain a profit large 
enough to justify the expenditures in overhead 
needed to make a mining colony float thousands 
of kilometers above a gas giant's roiling surface. 

With the failures of the past firmly established, 
it was doubtful that the expedition team sent to 
Bespin would report back anything valuable 
enough to tempt another investor into establish- 
ing a mining operation within the planet’s atmo- 
sphere. But when confidential reports came back 
that the planet produced great quantities of spin- 
sealed Tibanna gas in its lower atmosphere, act- 
ing almost as a gigantic factory, another attempt 
at a colony in the sky was made. This time it was 
the Figg & Associates Charter, and this time it 
worked. 

The Figg and Associates Charter, at the time 
the only permanent outpost ever built on a gas 
giant to last more than a decade, has grown into 
the elegant and elaborate metropolis known as 
Cloud City. Now other gas giant colonies, both on 
and off Bespin, have followed and some have 
proven quite profitable. 

Bespin is some 118,000 kilometers in diam- 
eter. Like most gas giants, this massive sphere is 
made up of a core and three concentric layers. 

The core of the planet is a solid metal sphere 
about 6,000 kilometers in radius. Pressures ex- 
erted at the core are so great that an average rock 
or ice world would be crushed to fine dust under 
similar conditions. 

Surrounding the core is a 30,000 kilometer 
thick layer of liquid-metal rethen. Rethen, a com- 
mon light gas found in abundance on Bespin, acts 
as a liquid-metal due to the high temperatures 
and pressures of the layer. 

Surrounding the liquid-metal layer is the 
planet’s second layer — a 22,000 kilometer deep 
sea of liquid rethen. At this higher altitude the 
pressure and temperature have dropped enough 
so the liquefied rethen loses its metallic quality. 
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The pressure is still great enough to crush an 
Imperial Star Destroyer to the size of astock light 
freighter, however, and the temperature found in 
the layer would put the Star Destroyer’s after- 
burners to shame. 

Above the liquid rethen layer is Bespin's last 
layer, the cloud layer. Filled with clouds, gases 
and colors, this is the layer most people think of 
when they picture a gas giant, though the layer is 
actually only 1,000 kilometers from top to bot- 
tom; it is no more than a thin skin that surrounds 
the massive planet. 

At the bottom of the cloud layer, where it 
meets the sea of liquid rethen, the temperature 
reaches 6,000 Standard Degrees. At thetop ofthe 
layer, where the planet touches space, pressure 
becomes non-existent and thetemperature cools 
to absolute. 

Between the extremes of space above and 
liquid rethen below there is a compromise of 
temperatureand pressure where life on the planet 
is able to thrive. The native life forms of Bespin, 
from giant beldons to microscopic glowers, all 
exist within the “center” layer of clouds which 
contains the temperatures and pressures found 
on most human-standard worlds. 

On Bespin, this “Life Zone” is located 150 
kilometers down from space and is 30 kilometers 
deep. Since Cloud City was built within the Life 
Zone, no energy is needed for life support or 
environmental control. In fact, because tempera- 
ture on Bespin is determined by altitude, and the 
city’s position is fixed, the weather is perfect 
nearly all year round. 

Bespin completes a rotation around its axis 
every 12 Standard Hours. Because Cloud City is 
located near the planet's equator, in every Stan- 
dard Day there are two spectacular sunrises and 
two equally astounding sunsets, each one lasting 
two hours. Socialites who danced away the 
evening at a club can sleep late and still catch the 
sun rising as they settle down for brunch. 

As one moves toward either pole, days and 
nights stretch longer and longer. Since Bespin 
completes its orbit around the sun every 14 
Standard Years, days or nights viewed from a 
pole seem seven years long. Of course, it follows 
that the polar regions experience sensational twi- 
lights: sunset and sunrise each last several months. 

Seasonal changes are limited on Bespin. The 
planet generates two and a half times as much 
energy as it receives from the sun, and the cloud 
layer works as an effective greenhouse to trap 
this energy and distribute it evenly across the 
entire planet. This means that while the north 
pole of the planet might be plunged into seven 
years of darkness, its temperatures do not vary 
greatly from those found there during its sum- 
mer, daylight, years. 
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The Planet Bespin: Core and 
Atmosphere Diagram 


Cloud Layer 
(1,000 km) 


Liquid Metal Rethen 
(30,000 km) 


Liquid Rethen 
(22,000 km) 


Metal Core 
(6,000 km radius) 


m Bespin 
Type: Gas giant 
Temperature: Temperate (in the Life Zone) 
Atmosphere: Type | (breathable) in the Life Zone 
Hydrosphere: Moist (in the Life Zone) 


Gravity: Standard (in the Life Zone) 

Terrain: Gas giant 

Length of Day: 12 standard hours 

Length of Year: 14 standard years 

Sapient Species: Human, Ugnaughts 

Starport: Standard 

Population: 6 million 

Planet Function: Tibanna gas mining, gambling resort 
Government: Guild 

Tech Level: Space 

Major Exports: Tibanna gas, tourism, cloud cars 
Major Imports: Foodstuffs, mid tech, high tech 
System: Bespin 


Star: Bespin 

Orbital Bodies: 
Name Planet Type Moons 
Miser extremely hot 0 
Orin hostile volcanic 0 
Velsor's Ring asteroid belt 0 
Bespin gas giant 2 


Storms 


Gas giants are well known for the fierce winds 
that create storms the size of continents, and 
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Bespin is no exception. Although lacking the 
“perpetual storms” that are natural wonders on 
Pesitiin and Vob, Bespin’s atmosphere is always 
in turmoil, with a blow rising here, then vanishing 
there, then another stirring up just ahead. 

Part of the elaborate procedure used to choose 
Cloud City’s location in Bespin’s atmosphere 
was to determine the altitude at which a floating 
structure would be least affected by these titanic 
tempests. The sensor team found that the cen- 
ters of Bespin’s storms are focused in the lower 
half of the cloud layer, where hot gases from the 
lower altitudes meet cooler gases from above. The 
colony could be safely built in the Life Zone, hun- 
dreds of kilometers above the center of most gales. 

However, Cloud City still feels the effects of a 
major tempest passing beneath it. Though up to 
50 kilometers of “calm” buffer the main con- 
course from the storm, trailing winds created by 
the squall can be strong enough to ground not 
only all recreational vehicles, but all cloud car 
activity as well. 

Anelaborate and sophisticated weather watch, 
known as the Storm Guard, keeps constant duty 
atop Kerros’ Tower in Cloud City. They have 
immediate authority to close down some or all 
modes of transportation across the metropolis. 
Tourists often balk at a “full grounding alert,” 
which truly is a major inconvenience to the nor- 
mal flow of life in the city. But citizens remember 
too clearly lives lost and property damaged by 
foolhardy pilots during grand alerts and do any- 
thing in their power to stop someone from disre- 
garding the warning. 


Using Storms in the Roleplaying 
Game 


Every fifth round a vehicle spends in a 
“cloudspout,” roll one die. On a roll of 1 or 
6, nothing more happens than the normal 
intense buffeting one might expect from a 
storm the size of a continent. On a roll of 2, 
3,4, or5, however, the vehicle, is slapped by 
winds of titanic proportions, or even sheets 
of liquid rethen ripped up from the surface 
and whipped through the sky at thousands 
of kilometers per hour. On these occasions 
roll damage at the number of pips on the 
storm roll. For example: on a3 result, roll 3D 
of damage against the craft's hull code. 


—M————————————————————— 
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The variety of life native to Bespin is as great 
as that of any other life-bearing planet. 

It's just very different. 

Because Bespin has no surface, the life that 
evolved here is suited to fly or stay afloat from 
the moment it is born until the day it dies. The 
kinds of creatures that fulfill this criterion range 
in size from tiny algae which live on the water 
crystals of clouds up to the giant beldons, float- 
ers the size of asteroids. 

There are so many, in fact, that only a sam- 
pling will be listed here. Characteristics of other 
creatures on Bespin can be extrapolated by ex- 
amining the peculiar nature of beings that spend 
all their lives among the clouds. 


Glowers and Pinks 


Bespin's plant life is made up of huge colonies 
of algae that live in the very mists of the upper 
atmosphere. These microscopic life-forms at- 
tach themselves to the water droplets and ice 
crystals of the clouds. If a cloud should break up, 
thealgaeride with the new pieces, or fall down to 
theclouds below, wherethey establish new colo- 
nies. It has been said that the algae are so plenti- 
ful it is impossible to tell where the plants begin 
and the clouds end. 

Allalgae draw their energy from the process of 
photosynthesis. They create rethen, which is a 
vital gas for the floaters of Bespin, and are the 
base link of the planet's food chain. 

Two ofthe most important algae are pinks and 
glowers. Pinks are famous solely for their vast 
numbers, for it is this one species that gives 
Bespin's clouds their distinctive and delicate 
rose color. 

Glowers are also known for their appearance. 
This species is phosphorescent, and when night 
comes glowers light the clouds of the planet with 
a pale purple light. From Cloud City this makes 
the night sky look like an enchanted landscape, 
with ethereal magic mountains towering in all 
directions. 
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Pinks, glowers, and the other colored algae of 
the clouds are often harvested as cosmetics for 
the decorative costume balls which occur regu- 
larly on Cloud City, while other, more pedestrian, 
varieties are harvested for food flavoring. 


Beldons 


The beldons of Bespin are larger by several 
times than the fabled but generally discounted 
giant space slugs. Shaped as flat-bottomed 
spheres, these carbon-based, rethen/oxygen- 
breathing floaters span several kilometers in di- 
ameter. They float through the atmosphere of 
Bespin in huge packs, picking up algae with their 
cable-thick tendrils as they drift through the 
clouds. 

While the lifespan of these creatures is pre- 
sumably long, most research has been handi- 
capped by the huge size of both the creature and 
its world. Information on the life-cycle, herd dy- 
namics, culture and degree of intelligence beldons 
have evolved is largely anecdotal. 

A beldon is made up of a series of concentric 
fleshy spheres, all of which are open on the 
ventral side and hang down to create a level 
fringe. Its tendrils extend below the creature and 
draw up food and air. Gases that have been 
drawn up by the tendrils are broken down in the 
center sphere. Rethen, a light gas which lets the 
creature float, is retained. The waste gases, such 
as Tibanna, are pumped out sphere by sphere 
until they are finally forced through the fleshy 
exterior wall and out of the beldon. 

The larger a sphere grows, the greater the 
ratio of volume to surface. For this reason, it is to 
a beldon’s advantage to grow quite large, in- 
creasing the ratio of contained rethen to the 
weight of its body in order to keep it afloat. Adult 
beldons average seven kilometers across. At the 
poles there have been recorded sightings of 
beldons 10 kilometers in diameter. 

Like all self-propelled lifeforms of Bespin, 
beldons utilize self-generated electric fields for 
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navigation and locomotion. The fleshy spheres 
ofabeldonareactually bankupon bankof muscles 
which pump gases from one sphere to the next. 
Much like the eels and fish found on some Hu- 
man-standard worlds, these batteries of muscles 
generatean electrical current as they pump. This 
electricity is then used for electrolocation and 
electrolocomotion. 

Documents from the early days of the Floating 
Home colony indicate that off-worlders have not 
appreciably altered beldon feeding or floating 
habits. They know Cloud City is here, and they 
avoid too close an approach, possibly to lower 
the chance of entangling tendrils. But beldon 
sightings from Kerros’ Tower today remain at the 
same frequency as those of the earliest Charter 
builders. 

Electrolocomotion is a biological equivalent 
to repulsorlift technology. By warping their own 
electric fields, beldons can ride the powerful 
electromagnetic fields of Bespin and maneuver 
themselves (at a limited speed) away from dan- 
gers which might threaten them. 

Beldons are grazers and have no form of de- 
fense. Luckily they are so massive that when a 
velker pack attacks, the predators must concen- 
trate on only one victim and the rest of the herd 
can float away. 

Since beldons are so valuable to the planet's 
mining ecosystem, hunting the creatures is com- 
pletely outlawed. However, any tour of Bespin's 
cloud layer has to include a pass through a 
beldon herd. 

With electrolocation, the beldon creates a 
massive electric field around itself which loops 
out from its base and around to its top. The 
creature seems constantly aware of any distur- 
bances in the field, which stretches out for kilo- 
meters. When traveling in packs, beldon fields 
build up off each other and extend for up to 100 
kilometers, warning the floaters of approaching 
storms or hunters. 


m Beldons 
Type: Atmospheric floater 
DEXTERITY 1D 
PERCEPTION 4D 
STRENGTH 9D 
Special Abilities: 
Electrolocomotion: Beldons generate an electrical field 
which allows them to maneuver in the clouds of Bespin. 
Electrolocation: Beldons are sensitive to disturbances in 
the electrical field surrounding them. They have an effec- 
tive scan sensor capability of 2km/1D. 
Move: 70; 200 kmh 
Size: 800 meters to 10 kilometers 
Scale: Walker 
Capsule: Beldons are peaceful grazers. When 
their electrolocation picks up any threat, they re- 
treat. If pursued, once of their number sacrifices 
itself to the attacker so the herd may go on. 
Hunting beldons is highly illegal, and not all that 
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heroic. A dramatic use for beldons is as floating 
canyon walls between which a high speed star- 
fighter or repulsorlift craft chase might take place. 
Ships crashing into the creatures might not just kill 
the beldon, but also be consumed in a fiery explo- 
sion as the light gases contained within ignite. 


Velkers 


The velker is the primary hunter on the planet 
Bespin. Its very shape, reminiscent of the V- 
shaped wings of primitive aircraft before the 
development of repulsorlift, gives it the look of 
an unnatural killing machine. In fact, the velker 
uses its winged shape along with its repulsor-like 
electrolocomotion field to stay aloft and to attain 
frightening speeds and maneuverability. Its primi- 
tive organs are excellent for their specific pur- 
poses of pursuit, killing, and digesting. 

Adult velkers attain a wingspan of 350 meters. 
Since their bodies are little more than living 
wings filled with the hot gases created by their 
fast metabolisms, they are natural gliders and 
can keep pace with cloud cars if the winds are 
right. Like beldons, they have muscles which 
work in parallel and create electrical currents. 

Though their fields are much weaker than the 
massive grazers, velkers are able to utilize their 
built-up current in the form of directed energy 
bolts, making them a danger not only to beldons 
but frequently to small ships and even Cloud 
City. 

Velkers roam the sky in packs of several dozen. 
Again, like beldons, their electrolocation in- 
creases its range in large groups. But the velkers’ 
more solitary nature makes large groups very 
rare. A typical pack has a range of 10 kilometers. 
If they detect beldons, the velkers swoop in and 
usually get one of the floaters to sacrifice itself. 
Frequently they use their energy bolts tostun the 
creature before landing. 

Once the prey is unresisting, they land all 
along the beldon's surface, attaching themselves 
with meter-long claws which they extend for 
such occasions. They begin feasting, eating the 
mammoth with rows of mouths that line the 
bottom of their bellies. The rethen within the 
beldon can keep the giant creature afloat for 
weeks. The velkers simply keep eating until the 
victim sinks to too low an altitude, and then fly 
off, their bodies now storing enough energy to 
keep them afloat till the next attack. Several days 
later, the husk of the beldon crashes into the 
surface of the liquid rethen sea. 

Most small ships near a velker pack are at- 
tacked either as prey (mistaken, perhaps, as a 
beldon calf adrift from the herd) or as a competi- 
tor for territory. It must be remembered that the 
electrolocation system necessary for the great 
distances dealt with on the world of Bespin can 
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only discern movement and size. Several times in 
its history, Cloud City has been perceived by 
velkers as a readily available feast of gigantic 
proportions, and was attacked by energy bolts as 
the creatures tried to stun it into submission. 


m Velkers 
Type: Flying predator 
DEXTERITY 2D 
PERCEPTION 2D 
Search 4D, sneak 4D 
STRENGTH 4D 
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Special Abilities: 

Energy Bolt: Velkers stun prey by delivering an ionized 
electrical bolt which causes 10D stun damage. 

teeth: Do STR+1D damage 

Move: 140/400 kmh 

Size: 200-350 meters 

Scale: Walker 


Capsule: These lethal-looking flyers are a primary 
threat to small aircraft and cloud cars that move 
too far from Cloud City, and have even been known 
to attack Cloud City. Velkers can be anything from 
anuisance to a true danger for ships traveling to or 
from Cloud City, and a massive threat if a pack 
should assail the metropolis. 
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Cloud City: A Tourist's View 


View 


When vacationing on Cloud City, the days and 
nights are spent in a whirlwind of extravagant 
activities. Because the day/night cycle is com- 
pleted twice within the time of aStandard Day, no 
attention is paid to the clock. A visit to Cloud City 
is a blur of nightclubs, cloud car tours, dancing, 
skysailing, romantic trysts, stolen hours of sleep, 
fine restaurants and, of course, the viewing of 
spectacular scenic vistas. 

Upon arrival, tourists are flown by cloud car 
from the landing dock of their ship to one of 
several dozen hotels available throughout the 
city. Nobles and the wealthy frequent the Yerith 
Bespin, located atop the upper plaza. Built into 
the hotel is a cloud car taxi port, a shopping 
plaza, a four star restaurant, and the elegant Pair 
O'Dice Casino. 

Tourists on limited budgets might stay at the 
moderately expensive Holiday Towers, now 
owned by the infamous crime lord Jabba the 
Hutt, or the inexpensive, by Cloud City stan- 
dards, Stratosphere. 

After dropping their bags off in their rooms, 
and perhaps freshening up a bit after their inter- 
stellar flight, visitors face the most difficult task 
they willencounter during their entire stay: choos- 
ing what to do first. 

Many avail themselves of various modes of 
transportation for a closer look at Bespin’s ma- 
jestic scenery. Tourists can take launch plat- 
forms out from Cloud City and thrill to flying 
alone through the skies with a para-wing glider. 
They can race through the clouds in wind-pro- 
pelled skyships, or even travel by cloud car far 
away or far down from Cloud City, perhaps among 
the giant beldons. Daring tour guides may even 
land their craft on the backs of these behemoths 
— but there’s an extra cost for breaking the law. 

After a hard day of traveling through the colored 
clouds, the average visitor is off to the casinos, 
then a new club, maybe even the highly praised 
Figg & Associates Museum of Art, and then brunch 
at sunset. And a few hours later, with the rise of the 
sun, they are back at it again, the day only half over. 
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For some businesspeople, the trip is a day's 
income, or even a tax write-off. For certain nobles 
it is the continuation of a family custom held for 
generations. For others it is a lifetime's savings; a 
Cloud City vacation may be their one big splurge. 

The habits of tourists vary as much as the 
number of reasons for traveling. There are visi- 
tors who count every credit and who purposely 
walk faster when passing by a window-full of 
glitzy items they might be tempted to take back 
home. Others, usually accountants, have estab- 
lished precise budgets and spend freely as long 
as they do not exceed their allotted allowance. 
And then there are the wealthy — whether they 
be nobles, pirate captains after a major looting, 
infochants after a big score, skilled gamblers, or 
whatever — who spend their credits so freely as 
to make it seem that their lives depend on keeping 
asteady stream of wealth flowing from their palms. 

Tourists do not come to Cloud City to pursue 
matters of business, and usually avoid any situa- 
tion that might entail unpleasantness or respon- 
sibility. Any interaction with the workers or un- 
derworld of Cloud City is most likely accidental 
or unknown. They pay their credits to have fun 
and, aside from a few overzealous gamblers, all 
succeed at doing so. 


Restaurants 


Tourists who play hard work up healthy appe- 
tites, and the city is happy to oblige. Scattered 
throughout the metropolis are restaurants of 
tremendous variety. It is recommended that tour- 
ists choose those on the upper plaza, as those 
located in Port Town or the Mining Quarter tend 
to bea bit on the rough side, and not quite up to 
athree star standard. 

Ithorian, Ugnaught, Twi'lek, and Sullustan 
styles of cooking, as well as many others, are 
available at restaurants located in hotels and 
along the corridors of Cloud City. 

Tourists sitting down for their dinner in the 
early evening can view the spectacular Bespin 
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sunset for the next two hours. Fantastic colors 
and shadows play against the mountainous wa- 
ter vapor landscape. Then, as night falls, the 
clouds turn a pale purple and become glowing 
cliffs towering over the city. 


Nightclubs and Dancehalls 


Inspired by this enchanting nighttime sight, 
many guests to the city decide to take advantage 
of its myriad nightclubs. Some clubs located 
surfaceside operate only during the night, sun- 
set, or sunrise hours. Others are open on rotating 
hours, and some throughout the entire day. 

Visitors have a choice of clubs from small 
synth-tone bars to full-fledged, laser-illuminated, 
pulse-pounding, multi-level dance halls. 

Some of the clubs are theme oriented. Rich 
revelers might wish to dance away the hours 
incognito at The Masque Hall, a perpetual mas- 
querade party with costumes available at the 
foyer. Others might desire something more physi- 
cally flippant, such as the zero-g environment of 
The CareLess Club with its ever-exciting dance 
floor. For the most adventurous, Cloud City even 
offers the Otherworld Encounter, a re-creation of 
amisty planet's landscape with rocky floors and 
a five-piece band playing in a crater. 

After hours of dancing, the sun is already 
rising, and most tourists retire to their hotel for 
some rest. If they catch about eight hours of 
sleep, the sun is rising once more — and the 
whole cycle begins again. 


High Stakes 


Besides the very wealthy who come to spend 
their extra credits on the luxury of fine hotels, 
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frivolous sports and multi-colored drinks at the 
CareLess Club, Cloud City also draws the desper- 
ately poor who dream of great prosperity at- 
tained with a simple flick of the dice. Luckily for 
them there are the ridiculously rich who need 
periodically to risk absolute poverty. 

Along with well-heeled tourists out for aspree, 
and criminal elements out for a killing, the gam- 
bling tables of Cloud City have attracted the 
interest of good citizens turned desperate by the 
Empire. Each day hundreds of bets throughout 
CloudCity are placed by people who smuggled or 
lied their way aboard ships bound for Bespin. 
They play thelast of their money on the tables to 
gain the credits needed to free loved ones held by 
corrupt Imperial officials, to save their businesses 
or farms from the Empire's fierce taxes, or per- 
haps gain the funds to start their lives again after 
being stripped of all power and prestige by the 
Emperor's ascension. 

While credits are the usual stakes placed for 
bets, precious stones, starships, droids, corpo- 
rations, scientific and military information, and 
even Cloud City itself have been put out onatable 
at one time or another. 

The three largest casinos — The Royal, the 
Pair O'Dice, and The Trest — are elaborate com- 
plexes complete with floor shows and restau- 
rants. Scattered throughout the city are smaller 
casinos, and nightclubs with areas set aside for 
gambling. 

In Port Town the permanently dry-docked 
stock light freighter Happy Failure, as well as the 
kitchens of several restaurants, serve as perma- 
nent gambling spots. Though smaller in size, the 
stakes of these operations often reach the same 
dizzying heights of the three major casinos. 


Cloud City: A Tourist's View = fF IR 
ARST 


58 


The Royal Casino 


The Royal Casino is one of Cloud City’s 
premier gambling establishments. It is as old 
as Cloud City itself, though its glittering banks 
of gambling machines, banke felt-lined card 
tables, and marble bars are a far cry from its 
early history as a miner’s bar. 

There are both fancier and more exclusive 
establishments in Cloud City, but none have 
the history or tradition of the Royal. This is the 
place the insiders come to to really play cards. 


History of the Casino 


The Royal Casino was originally established 
by Lucky Malnock, a construction foreman 
who had retired when the Floating Home 
colony was just being put into place. Lucky's 
Tavern was an unassuming establishment de- 
veloped from officespace which had not been 
leased out. It became popular with the Hu- 
man miners and construction crews who were 
working on the internal buildings of the me- 
tropolis (the internal construction of Floating 
Home, and later Cloud City, continued for 
several years after the main frame of the city 
had been suspended in Bespin's atmosphere). 

Lucky had the foresight to locate his tav- 
ern in the upper levels where the administra- 
tors were scheduled to live and work. As 
Cloud City came online, the workers faded 
from the scene as they moved onto other 
projects on other planets, and a more upscale 
clientele began to frequent the place. 

Lucky sold his place to a group of investors 
and retired a rich man. The new owners re- 
modeled the bar, and added a few gambling 
tables and booths on the side. As the city 
began to see more development and attract 
tourists, Lucky's Tavern became a popular 
hotspot, and the owners removed afew booths 
and added a dance floor. 

The bar changed hands a few more times 
over the years without much alteration, until 
Jacc Maldelbrot took over three decades ago. 
Heboughttheofficespacenext door, knocked 
out a few walls, gutted the interior, and re- 
modeled the place. A month later, the Royal 
Casino was open for business. 


The Ante Room 


The dance floor is located in an open area 
near the entrance, surrounded by tables and 
aseries of private booths. This room is where 
Lucky's Tavern once stood, and is called by 
tradition the Ante Room. 


The lighting is usually dim, and the smoke- 
filled room is constantly strobed by laser 
effects which wink and bob in time with the 
booming dance music. There are occasion- 
ally bands playing at one side of the floor, but 
usually the music is prerecorded — dancing 
is not the major draw of the Royal Casino. 

The dance floor itself is gridded with grav- 
ity generators set to varying levels of gravity. 
The outer edges are all at one gee. Dancers 
moving toward the middle left find them- 
selves growing lighter, while those moving to 
the middle right grew heavier. Human danc- 
ers tend to gravitate toward the left, where 
they can leap and bound several meters into 
the air without much effort. Some aliens from 
heavier worlds, along with daring and athletic 
Humans, prefer “the deep end," where the 
gravity is roughly twice that of Cloud City's. 

Glitzy, high tech gambling machines line 
the walls not occupied by booths and table. 
Here, onecan play warp-top or Spatz, spin the 
Jubilee Wheel, or hit the slot machines. 


The Card Hall 


To the left of the Ante Room, a short flight 
of stairs leads to the main business of the the 
Royal. A dampener field at the foot of the 
stairs screens out the throbbing noise of the 
Ante Room, and one ascends into an atmo- 
sphere where the murmur of quiet conversa- 
tion, the chink of credits and chips on tables, 
andthe shuffling of cards are the only sounds 
to be heard. 

Most of the booths and tables in the Card 
Hall are reserved for sabacc and liar's cut, and 
the many variant and spin-off games that exist. 

In theory, the casino gambling facilities are 
open to the public. In reality, the tables be- 
longto certain regular customers and playing 
groups whocyclethrough in various seasons. 
Some professional gamblers and wealthy 
Exexs play all year around. The upshot is that 
it isn't a simple matter of getting dealt into a 
game here. Players must be invited into games 
by those already playing, or belong to a cer- 
tain class or organization. For example, the 
CMG has a regular table where members are 
welcome to play at all times, space permit- 
ting. Another prominent table is permanently 
reserved for use by any high ranking Imperi- 
als who appear in town unexpectedly for a 
few rounds of cards. 

It goes without saying that the stakes in the 
Royal are very, very high. The baronship of 
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Cloud City itself has changed hands more 
than once in this very room. 

The bar is a sweeping, circular affair which is 
set off from the main gambling areas. It is fully 
stocked, and thebartenders are all living beings. 

Droids of any type are not permitted in the 
casino, nor are datapads, weapons, or cards which he sold for a considerable profit. 

(only house cards may be used on the pre- On one of his trips with clients, he visited Cloud 
mises). City and decided that he wanted to make the city 


inginto long stretches of opera when not shushing 
people around the gambling tables. 

Mandelbrot is a self-made man who started in 
the textile industry in the remote Kathol sector. He 
put himself through university with the money he 
made in the factories, and went on to build up 
several businsses of his own in his 20s, each of 


mum Jacc Maldelbrot 


Type: Casino Owner and Businessman 

DEXTERITY 3D+2 

Blaster 4D+1, dodge 4D+1 

KNOWLEDGE 4D 

Alien species 5D, bureaucracy 5D+2, business 6D, busi- 
ness: casinos 8D, intimidation 6D, streetwise 5D+2, 
value 7D 

MECHANICAL 3D 

PERCEPTION 2D 

Bargain 4D, command 6D+1, con 5D, gambling 6D+2 
persuasion 5D+1 

STRENGTH 3D+1 

Swimming 5D 

TECHNICAL 2D 

Droid programming 4D 

Character Points: 7 

Move: 9 


his home. He sold off all his holdings in the Kathol 
sector, and bought a moderately successful bar 
called Lucky's Tavern. The rest, as they say, is 
history. 

Mandelbrothas been the proprietor of the Royal 
Casino for nearly 40 years now, and is still active in 
conducting its business. He has brought in a few 
silent partners over the years, to help clear ob- 
stacles or smooth feelings among various gangster 
lords and Imperial leaders. Lando Calrissian has a 
partial stake in the business, as do representatives 
of several regional and galactic crime syndicates 
and at least one Moff. He is also on intimate terms 
with many of the promient citizens of Cloud City, 
many of whom come to his establishment to do a 
bit of unoffical gambling or unwinding after work. 

Mandelbrot established a strict no droids rule 


Equipment: Datapad, comlink for the Royal Casino some time ago, when he 


discovered that some gamblers were using the 
machines to cheat at cards. Unbeknownst to most, 
heisn't himself all that good at cards. He does have 
a particularly sharp grasp of statistics, however, 
which helps him hold his own in low-stakes games. 


Capsule: Jacc Mandelbrot is a large, beefy man in 
his late 50s. He has a well-kept beard turning from 
black to gray, and favors fine-tailored suits and 
brilliantly colored sashes. He has a deep, booming 
voice, and a hearty laugh, and is constantly launch- 
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Cheating at the Tables 


About one in 10 of the smaller casinos 
cheats at thetables. They cheat well, which 
is why they're still in business. Unless the 


casino is hard pressed for help (which hap- 
pens), all casino dealers and operators are 
skilled gamblers, with a full 4D or more in 
gambling. 


Stakes usually haveto be putup front, whether 
in credit chips, holodeeds, datadisks or what- 
ever. In some cases, the house may stake a "regu- 
lar" for the amount he needs to complete a bet if 
he's short on cash. 


The Sports Arenas 


Where the gamblers and tourists come to- 
gether are the sports arenas. Beings engage in 
everything from shockballto spheredunking, and 
race tracks featuring various non-sentient spe- 
cies are also featured. Cabbly's Stadium is a 
popular wegsphere arena, and, though Cloud 
City does not have a league of its own, there are 
always two or three popular teams from the Core 
and Colonies playing in off-season exhibition 
games. 

Another favorite attraction are the gladiator 
walker arenas, where teams of sports walkers 
clash in mock combat. Cloud City does have an 
official team in the Corellian League, and many 
local residents as well as tourists attend the 
games to root from the home team, the Bespin 
Velkers. 


The Holiday Towers 


Recently acquired by Jabba the Hutt after a 
rather messy take-over from Opun "The Black 
Hole" Mcgrrrr, the Holiday Towers is a splendid 
example of a medium priced hotel that doesn't 
sacrifice elegance for savings. 

On all of Cloud City, only a few of the Holiday 
Tower staff know that the man at the top is an 
intergalactic gangster. For anyone else, the hotel 
is just a fine hotel. 

First among those in the know is the Holiday 
Tower's manager, Toln ne Yerres. Bringing his 
natural Twi'lek bargaining skills to the job, he has 
managed to turn a handsome profit for the hotel, 
as well as handle all of Jabba the Hutt's special 
requirements for the operation. These include 
using the hotel as a drop off point for black 
market goods and information, entertaining busi- 
nessmen and gangsters Jabba wishes to impress, 
and keeping the Gambling Authority away from 
the hotel's crooked casino tables. 


Cloud City: A Tourist's View e———————PÓá——Ü FFL Fl 
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The hotel is built in four sections, each 12 
stories tall. Located on the west edge of Figg 
Plaza, the Holiday Towers has an especially fine 
view of Bespin’s sunset. The central courtyard 
contains a Drevin standard-size anti-grav pool, 
with lessons given every hour. The Blue Petal 
Bar, located on a floating platform in the court- 
yard, serves excellent drinks and books fairly 
obscure but very talented singers and musicians. 
The casino is located on the sixth floor of all four 
building sections, and each is connected to every 
other section by transparisteel-encased skywalks. 
Air taxis, skyships for charter, para-wing glider 
rentals and other needs and activities can be 
arranged with the concierge in the lobby. 

Reservations must be booked at least a month 
in advance, and availability on such short notice 
is usually dependent upon cancellations. Of 
course, several rooms and two of the Tower's 
eight suites are always kept available for special 
guests of Jabba. 

The hotel holds a maximum of 1,600 guests, 
andis usually booked to capacity. Room sizes are 
single, double, deluxe double, and suite. The bulk 
of the hotel's income derives from room rentals, 
with another 30 percent brought in by the fixed 
gambling on the hotel's casino floors. The gross 
income of the Holiday Towers averages near 
600,000 credits a month. 

At any given time the hotel is host to several 
prominent figures of the galaxy's underworld, 
business world, or even Imperial officers who 
appreciate having their palms greased. 


Planning Your Vacation of a 
Lifetime! 


Here is a partial listing of prices for tour- 
ists to Cloud City. Vagrants, low-lifes, and 
on-the-lamb Rebels can, of course, find 
cheaper accommodations. 


Hotels 
Stratosphere 
Senatorial 
Yerith Bespin 

Skysailing 

Para-wing rental 

Air Taxi 

Cloud/Beldon Tours 

Meals 
Three Star 
Four Star 

Souvenir Holograph 

Glower Make-Up 

Average Club Cover 

Drinks 


25-35 cr/night 
40-55 cr/night 
50-65 cr/night 
50 cr/hour 

20 cr/half hour 
1 cr/km 

25 cr/person 


15-40 cr/person 
25-60 cr/person 
10 cr 

20 cr/jar 

10 cr/person 
2-6 cr/glass 
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Para-Wing Gliders 


The popular para-wing gliders of Cloud City 
are almost all either Neor-Yatten ShadoWing-4s, 
or two-man ShadoWing-6s. 

ShadoWings have been used successfully for 
covert military missions due to their silence, 
maneuverability, and incredibly low sensor pro- 
file. Utilizing a geomorphous configuration, the 
wing's structure alters subtly as the pilot shifts 
his weight in the patented Neor-Yatten net-har- 
ness. The shapes are computer controlled to 
maximize wind potential for direction and speed. 

While basic ShadoWings are available for ex- 
perienced gliders, most tourists use para-wings 
retro-fitted with a small radar beacon, comp- 
controlled navigational equipment, and emer- 
gency thrusters. The extra equipment slows the 
wings down and cuts maneuverability, but adds 
needed safety features. 

The beacons allow the gliders to be tracked. If 
a tourist is traveling too far away he will be 
contacted and told to return, with a course set on 
the navigation equipment of the glider. If he can't, 
or won't, come back to his launching spot, a cloud 
car is sent to hook the glider and return with it. 

Gliders are usually launched from repulsorlift 
platforms which float about a half a kilometer 
away from the city. 


m Para-Wing Gliders 
Craft: Neor-Yatten ShadoWing-4 Para-Wing glider 
Type: Glider 
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Scale: Speeder 

Length: 4 meters 

Skill: Repulsorlift operation 

Crew: 1 

Crew Skill: Repulsorlift operation: glider 1D 
Cover: 1/4 

Cost: 15,000 (new), 4,000 (used) 
Maneuverability: 2D 

Move: 70; 200 kmh 

Body Strength: +2 


Skyships 

OmoTact Corporation's skyships are a rare 
sight throughout the galaxy. Primitive and diffi- 
cult to fly, they have no commercial or practical 
use other than as sports craft. This makes them 
perfect for the exotic environment of Cloud City. 

Ranging in size from seven to 15 meters, the 
ships require well-trained crews of eight to 20 
sailors, depending on hull size and the number of 
sails being used. 

The hulls of skyships are double walled and 
constructed of an ultra-light alloy made of 
terenthium and desh. The space between the 
walls is filled with an extremely light synthetic 
gas called heglum. 

Theship's masts extend up from thetop of the 
deck, down from the bottom of the hull, and 
straight out from each side. Side sails are used to 
keep the ship gliding and for changing altitude. 
The top and bottom sails are used to change 
direction and to stabilize the ship's vertical axis. 


Cloud City: A Tourist's View 
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Unlike sailing ships which travel on liquid 
seas, skyships are not slowed down by water 
resistance. For this reason, they are able to at- 
tain, when winds are right, speeds of up to 300 
kilometers per hour. 

Skyships on Bespin are equipped with Ponrez/ 
Arcrepulsorlift engines built by Bespin Motors in 
case of a lack of breeze. If a skyship should 
become becalmed, the engine is switched on. 
Because engine size must be kept small in pro- 
portiontothe mass ofthe ship, the engine can do 
little more than keep the ship afloat and in place. 
The ship then waits for the winds to pick up or 
perhaps, depending on the credit accounts ofthe 
passengers, signals for a pick up or tow. 

Most skyships are owned by cruise captains 
who make their living giving day-long trips to 
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tourists. Skysailors are an obsessive bunch who 
love their ships and skysailing more than almost 
anything else. They would just as soon go out 
without passengers, but the fares pay the bills. 


m Skyships 
Craft: Omo Tact Company's Roahks 7m Skyship 
Type: Skyship 
Scale: Walker 
Length: 7-15 meters 
Skill: Repulsorlift operation: skyship 
Crew: 6, skeleton: 2/+5 
Crew Skill: Repulsorlift operation: skyship 2D 
Passengers: 8 
Cargo Capacity: 250 kilograms 
Cover: Full 
Cost: 35,000 (new), 15,000 (used) 
Maneuverability: 1D 
Move: 105; 300 kmh 
Body Strength: 1D 
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Ell The Inner City 


m Cloud City 
System: Bespin 
Starport Type: Standard class 
Traffic: Busy 
Control: Controller 
Landing: Landing team 
Docking Areas: Docking bays 
Docking Fee: 75 credits per local day (levels 1-50), 55 
credits per local day (levels 51-120), 25 credits per local 
day (levels 121-280). 
Customs: Local patrol 
Services: Food, lodging, repair facilities, entertainment, 
storage bays, and vehicle rentals. 
Capsule: The floating Cloud City was built by Lord 
Figg and his Ugnaughts to take advantage of Bespin's 
great secret — that the gas giant produces Tibanna 
gas with unique properties which boost the fire- 
power of blasters. The station has made its fortune 
covertly selling this gas to weapons manufacturers 
not associated with the Empire. Cloud City has kept 
its secret and avoided Old Republic and Imperial 
entanglements through several generations of 
Baron-Administrators, all the way down to the cur- 
rent supervisor, Lando Calrissian. 

The city is also a great tourism spot for beings 
craving a luxurious resort far from the bustle and 
closed communities of the Core. The casinos, sports 
arenas, and dance halls of Cloud City are first class, 
and the natural beauty of Bespin gives them the 
perfect setting. 

Cloud City is situated just off the Corellian Trade 
Spine, and gets a lot of shipping traffic as a result. 
Merchants and smugglers come to Cloud City's 
grungy Port Town to trade and make deals, and 
between the smugglers and desperate refugees 
hiding from the Empire, Port Town can be a little 
dangerous at times. 


The Real Cloud City 


Not everyone comes to Cloud City to play 
tourist and otherwise spend money — the city 
was founded by very practical people for practi- 
cal people, and once one steps beyond the glit- 
tering trappings of the upper level resorts, one 
finds a very industrious and no-nonsense com- 
munity. 

Ships calling on Cloud City must make landing 
arrangements prior to arriving, since the city 
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administration is aware of the ever-present dan- 
ger of Imperial or pirate vessels arriving dis- 
guised and unnoticed until it is too late. These 
landing arrangements involve posting a message 
to Cloud City via newsnet courier, with BoSS 
documents attached, stating the reason for com- 
ing to Cloud City. If the application is approved 
(most are, within a day or two), a visa is granted 
the applicant, and a landing schedule and ID code 
is issued by return net. 

Ships which do arrive unannounced typically 
receiveahostilereception. Most areturned away 
before they enter the atmosphere, while others 
(mostly smaller, less threatening vessels), are 
permitted to land. These fortunate few are es- 
corted all the way to their designated landing 
pads by a Cloud Car patrol, and face a substantial 
fine once they land, to cover the cost of diverting 
a portion of Cloud City’s Wing Guard from its 
regular duties (usually around 100 credits). 


Customs 


Customs is rather stringent, and no obvious 
weapons (aside from small knives and such) are 
permitted in the city. Small-charge stun guns are 
sold throughout the city for those worried about 
self-defense. 

All packages and goods taken into the city are 
also inspected. The ships themselves are not 
routinely inspected, though customs officials 
reserve the right to board and inspect any vessel 
in Cloud City at any time. They occasionally do so 
if they suspect slaves or capital-scale explosives 
are being stored aboard. 

Pilots in the know who anticipate difficulties 
with a customs inspection berth their ships in 
the Port Town sector, where the customs offi- 
cials are less thorough, and more open to bribes. 


Typical Wing Guard Customs Official. All 
stats are 2D except: Dexterity 2D+2, blaster 4D, 
brawling parry 4D, dodge 4D, streetwise: Cloud City 
5D, willpower 4D, con 3D, investigation: Cloud City 
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6D+1, search 6D«1, sneak 4D«1, brawling 3D, 
security 5D«2. Move: 10. Equipment: Blaster rifle 
(5D), blast vest (+1 energy, «1D physical). 


Commodities 


Cloud City was founded as an industry town, 
and industry still dominates the lower levels of 
thecity. The most important export of Cloud City 
is Tibanna gas, and over half of the industrial 
areas are devoted to Tibanna gas production. 
Other factories are also based in Cloud City. The 
most notable of these is Bespin Motors, a major 
manufacturer of cloud cars, but there are numer- 
ous small industrial plants operating in the city, 
which produce everything from droid matrixes 
to food spicing. 


Figg & Associates 


While Cloud City has a number of businesses 
which export goods and generate income for the 
city, Tibanna gas is Cloud City's major trade 
secret and the source of its wealth. Figg and 
Associates Ltd. has the monopoly on the produc- 
tion and export of Cloud City's Tibanna gas. 

While most people think that Figg and Associ- 
ates mines Tibanna gas to be used as a hyper- 
drive engine coolant (a common application for 
the gas), it actually mines the valuable spin- 
sealed Tibanna gas found at the lower altitudes 


Cloud City's 


Every once in a great while, eccentricity in 
aman combines with fate to produce a color- 
ful figure. Even rarer, these elements come 
together to produce a colorful figure who 
leaves a string of successes in his wake. Lord 
Ecclessis Figg of the Corellian system was 
such a figure. 

Born of common-class parents with strong 
artistic temperaments, Figg was raised in an 
environment of creativity and encouragement. 
While he easily adopted his parents' flair — 
members ofthe Corellian higher classes would 
later refer to this flair as impertinence — he 
developed a much stronger business sense 
than anyone in his family's history. He 
dreamed of starting a survey company and at 
the age of 18 he smuggled himself on board a 
freighter to begin a series of adventures to 
gain capital. 

Duringthese years he made many contacts 
along the Corellian Trade Spine. Many walked 
away enchanted by the young man’s cha- 
risma, eagerness, and willingness to risk any 
danger to aid a friend. Once, while working as 
asteward ona luxury liner, he saved the life of 
a lesser noble from the Royal House of 
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ofthe cloud layer. Producing spin-sealed Tibanna 
gas is extremely expensive and impractical on an 
industrial level; to discover a natural source of 
this gas, as was found on Bespin, guaranteed a 
fortune. The gas is sold to a select and secret 
groupofarms manufacturers, including BlasTech 
Industries, Nova Designs Incorporated, Opish & 
Bethal Weapons, and Kethren Systems. 

The Tibanna contracts with these companies 
are extremely important, as the Empire is trying 
to put any arms manufacturer who has not signed 
exclusive contracts with it out of business. To 
this end, most blaster gases have been declared 
contraband and the shipping of them is strictly 
forbidden. Cloud City, however, not only contin- 
ues to mine, but has not raised the price to black 
market levels. Transport costs are up, of course, 
but not the price of gas itself. If the munitions 
companies went under, Cloud City would lose its 
major source of income. 

The companies signed as buyers are sworn to 
secrecy, with only a few people in each bureau- 
cracy knowing the true source of the gas. The 
canisters are labeled “Hyperdrive Coolant,” which 
is what other mining colonies throughout the gal- 
axy sell Tibanna gas as, and taken on complicated 
trade routes to obscure their final destination. 
When the Empire took power, little work was needed 
to turn the gas into a well-smuggled product. 


Founder 


Alderaan. After a brief courtship, the two 
were married and Figg found himself part of 
the Royal Family (though a part rather distant 
from the throne). 

His bride understood Figg’s pursuits and 
ambitions. She made her private fortune avail- 
able to him so that he could start his company. 

Figg's first goal was simple. He wished to 
explore the star systems off the Trade Spine 
and investigate their potential for commerce, 
resources, and colonization. After many ex- 
peditions, most of which Figg and his wife 
accompanied, he began investing in small 
colonies that could gather resources from 
worlds which had previously been marked as 
unaccessible. 

From worlds covered with poison gases to 
desert worlds with hostile lifeforms, Figg es- 
tablished operation after operation. Almost 
all of these proved to be not only profitable, 
but also safe. 

Lord Ecclessis Figg’s crowning achieve- 
ment, however, was in the Bespin star sys- 
tem. Here he established the floating work 
station that eventually evolved into Cloud 
City. 
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An important offshoot of the Empire's and 
Cloud City’s alignments with munitions manufac- 
turers is that Cloud City supplies to companies 
that the Rebellion buys its arms from regularly. 

The Exex of Figg & Associates belong to the 
oldest company on Cloud City. Their attitude and 
bearing is one of an aristocracy, and in fact the 
jobs are handed down from one generation to the 
next. They are treated by the populace with a 
certain reverence, though they technically have 
no more political power than any other Exex. 


Bespin Motors 


Bespin Motors was formed as a footnote to the 
construction of Cloud City, but has grown to 
become a respectably large company in its own 
right. More important to recent history, its re- 
portedly rigged self-buyout from Incom Corpora- 
tion, its parent company, sent ripples of rebellion 
up and down the Corellian Trade Spine. 

When Lord Figg was in the planning stages of 
his floating mine colony, he contacted the then- 
young Incom Corporation to see if he could con- 
tract some of their design and engineering staff 
for his project. Realizing the research potential 
of such a large project at such a great altitude, 
funded completely by Figg himself, Incom agreed 
and sent some of their top workers to the Bespin 
system. 

While the Ugnaughts burrowed their way 
through the rocks of Miser for raw materials, the 
technicians of Incom worked for years modifying 
existing repulsorlift engines to meet the needs of 
a floating city. 

By studying the beldons of Bespin, the techni- 
cians learned how to adapt their basic repulsorlift 
engine design to work not only against gravity, 
but in conjunction with the world’s massive 
electromagnetic field. This increased the flight 
ceiling of such engines a thousand-fold on the 
low density world. 

After modifying previously existing Incom B/I 
engines to keep Cloud City afloat, a factory was 
established to utilize the recently-created tech- 
nology by producing cloud cars such as the 
Stratos and the Gyre I for getting around the new 
colony. Some of the staff from Incom stayed on 
Bespin and Bespin Motors, a subsidiary of Incom 
Corporation, was formed. 

Today, the company's major contracts are 
with the mega-industry worlds along the Trade 
Spine. Overcrowding and industrial build up is so 
overwhelming on such worlds that thereis barely 
enough room for ground traffic. Bespin Motor's 
cloud cars are the most popular solution to the 
problem, designed for urban maneuvering and 
backed with an impeccable track record of quality. 

Shortly after the defection of Incom's X-wing 
design team, word reached Bespin Motors that 
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Incom's executives had washed their hands of 
anyresponsibility toward employees taken in for 
interrogation by the ISB. Deciding that it was time 
to go it alone, the executives and workers of 
Bespin Motors hired the corporate mercenary 
group known as Molly’s Merchants, a collection 
of electronic forgers, slicers, and infochants. The 
Merchants transferred enough of Incom’s funds 
into Bespin Motors’ account that it was able to 
buy itself out from its parent. 

Small enough not to be noticed against all of 
Incom’s holdings, the sale of Bespin Motors went 
through without a hitch. Since then, however, 
accountants at the Infocom offices have become 
rather curious. Rumors float up and down the 
Spine, but nothing can be proven. 


The Tondra Clan 


The Tondra clan, a Human extended family 
from Wroona, is a fixture in Cloud City. Its mem- 
bers have lived in the Merchant quarters for six 
decades, where they run their family business of 
harvesting and processing algaes which grow in 
the upper atmosphere of Bespin. Certain species 
of these algae, when processed, yield a flavorful 
spice which they ferment in liquor they sell to 
exclusive restaurants. 

The Tondras gather the algae themselves, fly- 
ing special swoops equipped with large airscoops 
on the front which gathers and stores the algae 
borne about on Bespin’s winds. 

This can be dangerous work, since the winds 
can buffet their tiny ships about mercilessly, and 
velkers are a rare but real hazard. 

Chando Tondra, the head of the clan, has a 
number of shipping contacts who buy his pro- 
cessed algae for distribution to other worlds. 


Services 


As both a tourist town and an industrial cen- 
ter, Cloud City offers a wide variety of services, 
from exercise gyms and flower shops, to starship 
outfitters and loadlifter rentals. Quality of ser- 
vice is generally good to excellent, though some 
of the businesses in Port Town are not what one 
would call top-notch. The prices tend to be high 
everywhere in Cloud City, however, aside from 
some of the stores in the service sector. 


Starport Repair Bays 

The starport has a number of repair bays, 
which are government-owned. While not first- 
rate in terms of major ship repairs and upgrades, 
these bays are quite adequate for standard main- 
tenance checks and minor repairs, and is well- 
equipped to service luxury yachts as well as 
larger bulk shippers which transport Cloud City’s 
products to other destinations. Prices are high, 
but the techs and mechanics are skilled. 
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The Tourism Trade 


Tourism is one of Cloud City's primary service 
industries, and the casinos, dance clubs, bistros, 
bars, and sports arenas of Cloud City compete 
for the attentions (and credits) of the tourists 
visiting the city. 

With all the competition in the city, it takes 
great drive and imagination for a club owner to 
stay in business. Many owners send out scouts 
throughout the systems to find new acts, raid 
other cooking staffs to get the best chefs avail- 
able, and in moments of weakness, spread false 
rumors or actually create disturbances in their 
competitors' businesses. 
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One might expect, given Cloud City's signifi- 
cant underground, and the intense competition 
fortourism credits, to find many casinos bending 
the odds in their favor. In fact, a majority of such 
establishments in the city are run clean and 
above board. Only one out of 10 establishments 
in Cloud City is crooked. Even without the Cloud 
City Gambling Authority peering overtheir shoul- 
ders, most owners would do everything in their 
powers to keep the games clean. The mark of a 
prosperous establishment is one with a reputa- 
tion for straight games — if a being is going to 
gamblehis lifer savings, he wants an even chance. 


The Merchants Guild 


The Merchants Guild of Cloud City is 100,000 
strong. Their goods runthe gamut from Nothoiin- 
system diamonds to wretched Bavva ale distilled 
through the coolant tubes of an Incom N21-3 
power converter salvaged from the dry-docked 
Happy Failure. 

Thevalues ofthe merchants themselves range 
from Toln ne Yerres, Twi'lek manager of the 
Holiday Towers, down to Odea Aurora, who barely 
makes a daily living constructing jewelry to sell 
to tourists at the back of loading bay 372. 

Most of the businesses of Cloud City have 
been open for years and years, bought and sold 
from one merchant to the next. New sellers of 
goods, though, with new wares and new ways of 
selling, come year after year, drawn to Cloud 
City's never-ending tourist season and lack of 
Imperial interference. Most new businesses any- 
where fail, and Cloud City is no exception. When 
things go bad, merchants move their businesses 
to the cheaper real estate found coreward, leave 
the system, or try to make their fortune in the city 
by other means. In the true spirit of the city’s 
founder, however, the Figg & Associates Bank and 
Trus always gives loans to driven entrepreneurs. 


The Corellian Merchants’ Guildhouse 


Since Bespin is located on the Corellian Trade 
Spine, Cloud City gets a lot of Corellian traffic. 
There is a large, robust chapter of the CMG 
located in a prominent area of the city, where 
members can rest, exchange information, and 
arrange new deals. 

Certain local advantages are conferred on CMG 
members as well. They have preferred status in 
Cloud City’s repair docks and cargo storage fa- 
cilities, and Cloud City merchants are far more 
likely to go out of their way for members than for 
run of the mill spacers. 


Local Community Services 


Tourists drift in and out of Cloud City with the 
seasons, gamblers move in their own peculiar 
orbits, and the denizens of the underworld are 
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nothing more then transients. But Cloud City is 
still a city, with a substantial stable population 
which must be supported by a thousand differ- 
ent services, whether it be in government, small 
businesses, or the large production centers. 
Thesearethe miners, merchants, corridor clean- 
ers, doctors, landlords, teachers, and political 
and business administrators who come to the 
metropolis to stay. 

Schools, libraries, and general interest stores 
are located throughout the city. Cloud City Cen- 
tral, the city's main hospital, is situated in the 
administrative levels. The smaller Trauma Cen- 
ter stands in the Mining Quarter, and handles the 
worst accidents and emergencies. Housing units 
are located throughout the quarter, and range 
from efficient studio units for low-income single 
workers to multi-level city houses for families 
and wealthy merchants. 

As in other major cities, the natives don't 
make much time for touringthe famous locales of 
their home town, aside from some of the sports 
arenas. The miners especially, but most of the 
other workers, have carved out homes and com- 
munities in the corridors of Cloud City, and sel- 
dom wander out of their enclaves. 

The Cloud City work day is divided into eight 
hour shifts, which rotate perpetually. On a typi- 
cal day, acitizen of Cloud City willleave his or her 
home for the short commute to work, put in eight 
hours of work (whether it be toiling in the mines 
or sitting in a bright office hedging on Tibanna 
gas futures), unwind at the local bistro, and then 
head home to catch something on the holo or 
read the newsnets before turning in. 
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At the lowest part of the city and concentrated 
toward the core is the Mining Quarter. In this part 
of the city, where Ugnaughts are the majority, the 
sense of community is the strongest. Ugnaughts 
built Cloud City, and their families have lived and 
worked here ever since. Throughout the Quarter’s 
corridors are sculptures and art created by its 
inhabitants. The southern section of the Quarter 
is very dark. Lights in this area are kept dim so 
that the inhabitants — the Ugnaught Irden tribe 
— can live and work comfortably. 


The Underworld 


Of all the groups on Cloud City, it is the under- 
world that moves most easily throughout the 
many levels and quarters of the metropolis. The 
income sources of pick-pockets, con-men and 
muggers are found surfaceside. Information sto- 
len from Incom must be taken to Exex on the 
Administrative Levels to be sold. Crews looking 
for a supply of ryll for their shore leave wait in 
hanger bays for smugglers to come in from Ryloth. 


Port Town 


The home of the city’s corruption, however, is 
Port Town. Port Town’s corridors are the excep- 
tion to Cloud City’s pristine condition. Over the 
years, blaster bolts have scorched the clean 
white walls black, scrapped machines and ran- 
dom parts have piled up in various hallways and 
plazas, and several sections of the Town have 
gone without light for periods of weeks to years. 
Service crews have learned to put repairs in Port 
Town at the bottom of their list. 
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Forgery 


Two types of forgery exist in the Trade 
Spine. The first, and less common, is the 
creation of false credit tokens used in the 
economy of some backwater worlds. The 
forger creates molds of the tokens and uses 
various metals or plastisynths to make the 
coin. It is usually not worth the effort or time 
for criminals to forge them. More common, 
more profitable, and more readily available 
on Cloud City is electronic forgery. 

Electronic forgery is a specialty of com- 
puter programming and repair, combined with 
aknowledge of economic practices and docu- 
ments. 

Credit forgery involves the "creation" of 
credits where none had existed before, or the 
acquisition of access to credits that the forger 
should not have. In the first case the forger 
actually adjusts a credit chip by either physi- 
cally changing its structure or programming, 
or by jury-rigging a magnetic pulse siphon or 
lectroticker and making micro-adjustments 
from outside the chip. Either method is ex- 
tremely difficult. 

Another forger’s trick begins by tapping 
computer files listing thousands of credit ac- 
cess numbers. These numbers are strings of 
25 or more digits which identify any credit 


Many inhabitants of Port Town enjoy Cloud 
City’s distance from the Imperial core. Even be- 
fore the collapse of the Republic those with a 
nose for credits were drawn to the opulent wealth 
of this floating metropolis. If the outlaw has no 
plans to commit a crime in the city, it remains a 
fine place to wait out the authorities, plan the 
next score, or trade information and tools. 

Still another section of Port Town’s transient 
residents are very desperate. These are the star- 
ship captains driven to smuggling by the Empire 
draconian laws and stringent taxes, soldiers be- 
trayed by the government they once faithfully 
served who now work as mercenaries or bounty 
hunters, or even technicians fired or imprisoned 
(now on the run from the Empire) by the Em- 
peror for fear of the knowledge they posses. 

Like all of the city’s other non-citizens, inhabit- 
ants of Port Town must pay tax on all items pur- 
chased and all profits won by games of chance and 
skill. Any criminal activity damaging to Cloud City’s 
economy or structure is always dealt with harshly. 


Smugglers 


Smugglers have been vital to Cloud City’s 
economy throughout its history. Most smugglers 


chip. The forger then makes a false credit chip 
with the credit access number of his choice, 
and draws credits from the chosen account. 

These lists are very difficult to come by 
and the chips are nearly impossible to per- 
fect. Often a false chip works once or twice, 
then breaks down. Also, while the chips carry 
around their own total value, periodic re- 
ports are beamed to central banks, so care 
must be taken that the numbers forged are 
seldom used. It might be noticed, for example, 
that an account is being drawn on from two 
sides of the galaxy within the same week, with 
two contradictory totals. Security Revenue 
Agents are quickly dispatched to track down 
such anomalies. 

Documents are another ripe avenue for 
forgery. Passports, cargo validations, secu- 
rity clearances, IDs, and so forth are all small 
plastic cards or keys with electronic circuitry 
built into them. Much like credit chips, they 
carry complicated codes instead of totals of 
numbers. Different companies and govern- 
ments have their own unique card/slot de- 
signs. They can be forged, however, with 
research into the card’s manufacturer, the 
examination of stolen cards, and bribes to the 
proper people. 


found in and about Port Town already have been 
assigned cargos of Tibanna gas for shipment. 
However, because of the circuitous routes used 
for gas shipments, they can often arrange to 
travel to a new system or two along the way. 

Many other smugglers are waiting for a job to 
comealong, hiding from the law, or simply spend- 
ing the credits from their last big haul at the 
casinos. 

Because a starship can never afford to make 
any trip with an empty hold, smugglers arriving 
on Cloud City usually have a variety of black 
market, stolen, or speculative items for sale. 
Some of the goods are ordered by guests or 
citizens of the city, while other items are sold to 
fences in the city, or by the crew of the smuggling 
ship itself. 

The only smuggling condoned by the city, 
however, is the smuggling of spin-sealed Tibanna 
gas for Figg & Associates. All other ships and 
cargoes arriving in Cloud City can expect to go 
through spot checks from the Wing Guard. 


Infochants and Code Dealers 


The galaxy is filled with computers which 
contain the financial records of billions of corpo- 
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rations; companies employ top notch research- 
ers to create the next breakthrough in their field; 
the designs for prototypes of new products are 
locked away in elaborate security programs. In a 
society of high technology, not just objects are 
valuable, but information is as well. Throughout 
the Corellian Trade Spine, infochants and credit 
chips have become a standard of trade and com- 
merce. 

Infochants are dealers of information. Although 
there is a large legal industry built upon the 
secure transfer of documents, plans, and elec- 
tronic credits by information brokers, a deeper, 
hidden business of illegal transfers, credit thefts, 
and technology raids has slowly built up over the 
years. Because Lord Figg always needed to know 
who knew what, a healthy base of operations for 
these illegal activities has grown up on Cloud City. 

Infochants vary a great deal in style and capa- 
bility. Some are merely spies who bribe company 
employees for tidbits of plans or full technical 
descriptions of new products. Others aretrained 
programmers, called slicers, who use their skills 
to gain access to computer programs, documents, 
and files. Slicers are limited only by their ability 
to get to a terminal with access to the material 
they are trying to reach, and by the quality of 
their slice programs, needed for cutting through 
security programs. 


Many infochants are also code dealers. Code 
dealers sell access codes to various pirate newsnet 
feeds, such as the Nak Hutta Kal'tamoR, the Inde- 
pendent Traders’ Infonet, and the Alderaan Expa- 
triate Network. Very few of the dealers have the 
connections to obtain the codes for Cynabar's 
InfoNet, of course, since the big CYN is so exclu- 
sive, and limited to top-flight smugglers. Indeed, 
just about the only full-time resident of Cloud City 
with full access is Calrissian himself. 


Vessels and Borgs 


Vessels and borgs are the elite of the infochant 
field. Both have had biocomp implants wired into 
their brains. A vessel, electronically, is just that. 
He can store tremendous amounts of informa- 
tion in his head, but knows none of it. When used 
legally, a vessel is merely a courier. The informa- 
tion is programmed in, and when he reaches his 
destination, emptied out. 

Borgs, on the other hand, are capable of pro- 
cessing computer information within their minds 
as if the programming were their own thoughts. 
Depending on the complexity of their wiring, 
they can access computers at a distance, slice 
through security programs with more ease, and 
process information and calculations more 
quickly than average beings of the same species. 
Although the technology makes those so en- 


Credit Chips 


Credit chips are small boxes approximately 
40 by 25 centimeters and five centimeters 
thick. Each chip contains a miniature bank 
within it, which keeps a running value of the 
owners’ credits. Credits are transferred be- 
tween chips with interchips. When someone 
buys something, the merchant enters the 
transaction into the store’s interchip. The 
correct number of credits is taken out of the 
customer’s chip and put into the store’s ac- 
count. Transfer of funds between individuals 
is just as easy. An interchip is about the size 
of a blaster. 

Achip’s outer layer is made of many inter- 
locking pieces of plastic with the seams be- 
tween adjoining pieces smoothed over and 
hidden. Every credit chip has a different con- 
figuration of pieces, making every attempt to 
open a chip much like trying to figure out a 
new interlocking puzzle. Ever chip has an ID 
code printed on it. Repairs can be done on the 
chip’s internal components by accessing the 
proper “chip map” found at the chip’s manu- 
facturer. Each chip must be taken apart in the 
proper sequence, or the hardware inside 
melts. 
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Anyone illegally opening a chip must first 
figure out the “layer code.” This entails mak- 
ing a successful computer programming/re- 
pair roll. The task is usually Difficult or Very 
Difficult and takes 4D hours to complete. About 
1,000 credits worth of tools are required. If 
the roll fails, the chip melts down. Once inside 
the chip asuccessful computer programming/ 
repair roll is required, also Difficult or Very 
Difficult. Failure means the chip counter drops 
to zero. 

The magnetic strip that runs along the 
back of a credit chip can be exploited to 
change the value of the chip without opening 
the device. The task requires a computer pro- 
gramming/repair roll and is Very Difficult. A 
magnetic pulse siphon or a lectroticker (each 
costing about 5,000 credits) is attached to the 
magnetic strip. By first finding and then care- 
fully plotting the chip’s pulse code, the forger 
can send signals back into the chip to change 
the credit value. Failure means the counter 
drops to zero. 

Making a chip from scratch takes about a 
Difficult computer programming/repair roll, 
and about 2,000 credits worth of supplies. 
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dowed very powerful, it has its price. Like droids, 
those beings having electronic brain emplants 
are not considered citizens. According to some 
doctrines, they have been tainted. 

By law, all vessels and borgs must spend a 
certain period of time as indentured servants, 
usually serving whoever paid for the operation. 
The indenture lasts at lease for a decade, and 
sometimes longer. Most corporations and crimi- 
nal organizations (through dummy companies) in 
the Trade Spine have indentured vessels and borgs. 

When the indenture is over, the vessel or borg 
is free, but with restricted civil rights. 

If the vessel or borg pays for his own opera- 
tion, a sponsor master, usually a corporation, 
must be found. Implants that an individual can 
afford are usually of such low quality as to be 
extremely dangerous, and shunned by all but the 
most desperate. 


Illegal vessels and borgs also exist, though 
illegal borgs are much less common than illegal 
vessels due to the highly visible electronic equip- 
ment of a borg. Vessel I/O jacks can be hidden 
under re-grown hair or a patch of removable 
syntheflesh. The vessels can then walk into a 
company’s databank area, as an employee or 
guest, and when no one is looking download the 
files he needs into the storage area in his skull. 

Tress Aressa, who is an illegal borg herself, 
own several vessels and borgs, as do Wonn 
lonstrike, Bespin Motors, Figg & Associates, Ltd., 
several Exex, and the Holiday Towers, through 
Jabba the Hutt. 

Implants are done on the sly by EeZee Too- 
Onebee, a malfunctioning medical droid, in the 
back corridors of Port Town. Operation costs 
start at 15,000 credits for the basic vessel job and 
go up to 125,000 credits for a full blown borg 
implant. The work is not guaranteed. 
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i Cloud Citys 
Government 


As with any society, Cloud City has an estab- 
lished government to aid in the smooth running 
of commerce, prevent or decide disputes, and 
represent the society as a whole to powers out- 
side its borders. The three branches of this gov- 
ernment are the Administrator, the Exex, and the 
Parliament of Guilds. 

Within these groups are various factions with 
different points of view: some see the Empire as 
a wholly good turn for the galaxy’s history, some 
see it as something to be actively destroyed; 
some see the criminal element on Cloud City as 
the foreshadowings of the city’s doom, some see 
it simply a fact of life which must be accepted. 

The ways in which the holders of these views 
come together, express opinions, establish laws, 
and go off to plot against the thwarters of their 
efforts, constitute the politics of Cloud City. 


The Administrator 


When Ecclessis Figg lay on his death bed, he 
decreed that the office of Baron-Administrator 
be passed down by the incumbent 
Administrator’s choice. If the Administrator was 
unable to make the decision, a vote would be 
held by the Exex and the Parliament, the majority 
winning. 

No oneis sure if Figg knew what sort of random 
political turmoil he would be creating with his 
decree, but the years have certainly not been 
calm. Office-holders have ranged in ability from 
adept to abysmal. The office has been bought-off, 
blackmailed off, threatened off, handed off after 
too many drinks, and sometimes passed down 
wisely. On two separate occasions, when the 
Baron-Administrator was so destructive to the 
city as to be unbearable, assassination has been 
employed. 

An Administrator’s responsibility is broadly 
defined as facilitation of an environmentin which 
the work that needs to be done on Cloud City can 
be done to its best. This is not to be interpreted, 
as certain Administrators in the past have done, 
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as a license to equate large profits by the city 
with a job done well. Figg’s emphasis was always 
on the means above the end. 

The current Baron-Administrator, Lando 
Calrissian, is one of the capable city stewards. 
While working, he divides his time between Exex 


Lobot, Computer Liaison Officer 


A wise administrator can initiate invest- 
ments that pay off well over a thousand- 
fold, as when Baroness EllisaShallencetook 
pity on a penniless thief, and turned up 
Cloud City's most loyal employee. 

Having requested the Baroness- 
Administrator's judgment of his case, the 
starving young spacer stood ready to ac- 
cept punishment or pardon. Baroness 
Shallence was impressed with his attitude, 
andaware of an exploding need for manage- 
ment in the city government. She proposed 
Lobot indenture himself to Cloud City as a 
borg, both to atone for his transgression 
and to find a useful niche in society. With 
little choice, but perhaps some grace, Lobot 
agreed. 

The operation and the micro-link to the 
city's central computer increased his intel- 
ligence and capabilities dramatically. 
Lobot's indenture as Cloud City's computer 
liaison officer, keeping managerial networks 
running efficiently as the city expanded, 
ran 15 years. But by the time he was free, the 
Republic had fallen, and employment op- 
portunities in private industry were limited 
by the Empire’s compulsive ways. 

The borg decided to make Cloud City his 
home. Over the years, Lobot has risen from 
his original liaison position to become the 
Administrator's right hand. His loyalty to 
Cloud City even prompted him to betray 
Baron Raynor to Calrissian, for the good of 
the city. 


Cloud City’s Government 
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meetings, Guild conferences, reviews of possible 
trade agreements, and travel throughout the city, 
keeping his ear on citizens’ and tourists’ grumbles 
and comforts. 

Another important function the Administra- 
tor fulfills is that of default judge in legal disputes. 
If someone accused of a crime does not wish to 
present himself before a Guild Tribunal, he may 
opt for a decision by the Administrator. The 
Administrator’s response is beyond appeal. It is 
well known throughout the city that Calrissian 
arrives at his decisions with the confidential 
advice of his computer liaison officer, Lobot. 

The Administrator’s Palace is located near the 
center of the upper plaza. This magnificent build- 
ing, 56 stories tall, houses the Figg & Associates 
offices, the Parliament of Guilds, four landing 
docks, and a cloud car port, as well as the Admin- 
istrator, his family, friends, and guests. 


The Exex 


Exex are city and corporate administrators 
who are hired by Cloud City or the various com- 
panies on Cloud City after undergoing batteries 
of interviews — just like any other job. Because 
every business aspect of Cloud City profoundly 
affects any other, it became convenient to house 
all the offices together on the Administrative 
Levels. Exex report their needs to Administrator 
Calrissian, and he does his best to comply and 
keep the businesses happy. 

Exex are also responsible for implementing 
Calrissian's decisions, whether targeting the 
Corellian system for a media blitz, or tightening 
the coolant restrictions on Level 147. 

The Exex are high-caliber administrators-for- 


hire employed to manage Cloud City's businesses. 
The number of Exex employed by a company 
vary according to a company's size and needs. As 
Exex are usually hired under contract from other 
star systems, it is not necessary for them to 
become citizens of Cloud City — but many do. 

There are two types of Exex on Cloud City: 
those who administer well, and those who gamble 
well. 

The high salaries, combined with luxurious 
fringe benefits, draw applicants to the position 
from all over the galaxy. Luckily, most of the Exex 
jobs are filled by resume-trotting applicants. They 
tend to do their work well and are content with 
what the job offers. 

There are also, however, many Exex who ar- 
rive with sabacc deck in hand. They barely func- 
tion in their role as leaders, and circulate most of 
their pay back into Cloud City’s coffers through 
gambling losses and sales taxes. These Exex 
seldom last long, and are ignored by most of the 
professionals on staff. Lando Calrissian is an 
impressive exception to this generalization. 


The Parliament of Guilds 


The Parliament is a body of representatives 
from all the guilds of Cloud City. For the most part 
it strongly supports any actions that aid the 
workers of the city, though the Merchant Guild 
often finds itself on the opposite side of the 
majority. (The Merchants have attempted to 
become part of the Exex branch several times, 
but are always rejected on the point of their 
average net worth. A vice-president of Bespin 
Motors is just ina different league than the owner 
of Helempor's Exotic Jewelry.) 
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When a guild has a grievance it wishes to bring 
before the administrator, the guild first presents 
the problem to the Parliament. The Parliament 
decides if the complaint is valid. With the return 
of a positive decision, a committee is formed of 
Parliament members, containing no members of 
the guild that lodged the grievance. This commit- 
tee acts as an arbitrator between the petitioning 
guild and the Exex or other guild the complaint is 
lodged against. Ifan agreement cannot be reached, 
the grievance is brought before the Administrator. 

An important function of the Parliament is the 
assigning of Guild Tribunals. When someone is 
suspected of a crime in Cloud City, he or she is 
brought before a panel of three guild representa- 
tives, who act as judges in the case. Whichever 
guild the Parliament decrees is most associated 
with the type of crime decides the case. Thus, a 
crooked sabacc dealer is tried by the Gambling 
Guild, someone accused of selling fraudulent 
goods is tried by the Merchant's Guild, and a 
murder is tried by the Security Guild or the 
Weaponry Guild, depending on how the Parlia- 
ment picks the tribunal. 

The decisions are very fair, even against guild 
members judged by fellow guild members. This 
is because the guilds are anxious to show their 
impartiality. If the system was ever suspected of 
bias, judicial authority might pass to the Exex, 
and this is not a power the guilds wish to give up. 


Factions 


Sincethe birth of the Rebellion, the galaxy has 
been divided into several groups, some support- 
ing the new regime of the Empire, some support- 
ing the Rebellion, and others remaining neutral 
on the issue. 

Publicly, Cloud City is neutral on the matter of 
the Rebellion, and by extension of this neutrality 
gives a nod of approval to the Empire. This 
facade is presented mostly for the tourists who 
travel to Cloud City, many of whom are enjoying 
their luxury because of harsh measures put in 
place by the Empire which benefit the rich. 

In truth, Cloud City, by nature of its economic 
needs, is against the Empire — it just doesn't 
actively help the Rebellion. By supplying core 
gases for blasters and lasers to non-Imperial- 
contracted arms companies, Cloud City directly 
interferes with the Empire's abilityto clamp down 
on the galaxy. But the general attitude in the city 
is that this is an economic necessity, not a politi- 
cal action. 

Even Bespin Motor's illegal buyout of itself 
from Incom was prompted more from a desire to 
be left alone by the Empire-allied parent com- 
pany than by a desire to hurt the Empire. 

Baron-Administrator Lando Calrissian, while 
he has no love for the Empire, sees his job as 


Galaxy Guide 2: Yavin and Bespin 


Cloud City Census 


Tourists* 520,000 
Ugnaughts 

Irden 

Botrut 

Isced 
Tourist Industryt 
Administrators 
Factory Workers 
Dock Workers/Ship Maint. 
Service Sector} 
TOTAL** 


845,980 
643,470 
510,540 
393,550 
346,450 
499,080 
370,930 
1,297,080 
5,427,080 


*Includes actual vacationers plus visi- 
tors to Port Town. 
}The ratio of Tourist Industry to Tour- 


ists may seem high until it is remembered 
that the resort is in full gear throughout the 
day. In fact, all the industries of Cloud City 
run with full shifts every hour of the day. 

Includes maintenance crews, security 
forces, cloud car taxi drivers, doctors and 
hospital staffs, etc. 

**Droids, not being citizens of the gal- 
axy, are not considered in the census totals. 
However, it is estimated there are about 
1,000,000 droids now on Cloud City. Totals 
are difficult to come by due to the heavy 
black market droid trade that existed in the 
city under the draconian rule of Baron Raynor, 
Cloud City’s previous Administrator. 


making sure things run as smoothly as possible 
in the city. As long as Imperial influence stays at 
a distance he is quite content to keep building 
Cloud City’s economic profile. 

To this end, Cloud City Exex spend a great deal 
of time hosting Imperial and regional officials and 
bureaucrats. Because this sector is far from the 
Imperial Core, the Regional Moff frequently looks 
the other way for slight transgressions in the law 
as long as his reservation at the Yerith Bespin is 
kept open. Imperial Security Bureau agents sel- 
dom go further into the city than its docks or 
starport, and stormtroopers have never been 
spotted within the city. 

Because the Empire has legalized slavery 
throughout the galaxy, the Ugnaughts of Cloud 
City, who keep the horrors of their illegal slavery 
during the days of the Republic alive with their 
oral history, are strongly opposed to the Empire. 
Though they will not leave their home, they gladly 
give great aid to anyone working against the Em- 
pire, even breaking the laws of Cloud City to do so. 

Some Exex of the city, especially those of 
Treston Lines, Ltd., a cargo transport company, 


Bioniip Co., a manufacturer of bio-comp implants, 
and Vew-Grek Holo Images, press continuously 
for the city to contact the Empire to declare itself 
amember and full supporter of the regime. Each 
company wants to expand, and sees becoming 
an active member of the Empire as the stepping 
stone for this. 

For the most part, though, the Exex want 
things to remain as they are. They understand 
that Cloud City's economy depends on a freedom 
not attainable under the Empire, and by working 
against Imperial restrictions. 

The underworld of Cloud City is likewise split 
on the issue. The Empire works in tandem with 
the criminal element in many cases, and so many 
criminals are in full support of the Empire. Busi- 
ness for bounty hunters, Imperial-backed pirates, 
and slavers is up since the fall of the Republic. 
Certainly Toln ne Yerres, manager of the Holiday 
Towers, does everything he can to make make 
Imperial officers feel comfortable, in the hopes 
that they will return the favor for Jabba the Hutt. 

On the other hand, many of the city's under- 
world have arrived on Cloud City to escape the 
Empire's evil. Some slicers are former program- 
mers for companies who started to do question- 
able work for the Empire. Many thieves, pirates, 
and forgers were once honest citizens or mer- 
chants who lost everything they owned to the 
Empire's excessive taxes or property purges. 

In general, Cloud City contains many inhabit- 
ants ripe to aid or become members of the Rebel- 
lion. Care must be taken, however. The decision 
makers ofthe metropolis have agreed that forthe 
good of the economy, the city will remain non- 
partisan, and any efforts discovered to aid the 
Rebellion are strongly disapproved of, if not pun- 
ished. The feeling is that if the Empire should 
ever arrive at Cloud City's doorstep a bargain of 
some sort will be reached. 


The Gambling Authority 


Gambling helps pay for Cloud City's operating 
costs in several ways. The most obvious is the 10 
percent tax paid on all gambling profits won by 
the house, and a seven percent tax paid by win- 
ners. While Cloud City's Exex spend little effort 
trying to keep Port Town in line in other ways, 
they often send officials from the Gambling Au- 
thority, escorted by security teams, down to the 
Town to break up unsanctioned games. 


Citizens and Guests 


Cloud City's population can be broadly ap- 
proached as members of either of only two cat- 
egories: citizens and guests. 

Citizens are those born to the city, or those 
who complete the lengthy red tape-choked pro- 
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cess needed to attain citizenship. Citizens are 
not required to pay any taxes to the city — no 
sales, property, or income tax. However, no citi- 
zens are allowed to gamble. They may play sabacc 
and other games of chance for amusement pur- 
poses only; no credits may change hands. 

Guests, on the other hand, whether they be 
tourists or Exex who have never applied for 
citizenship, can gamble to their hearts content. 
However, thetaxes arerather stiff: seven percent 
of all winnings in gambling, an eight to 12 percent 
sales tax, depending on the item, and a 10 to 15 
percent income tax depending on annual earn- 
ings. 

The laws were decreed by Figg when he saw 
the potential for a gambling resort atop Cloud 
City. He decided that he wanted the workers of 
the city to be rewarded with secure and steady 
wealth rather than having them squander their 
resources on get-rich-quick attempts. 

No matter what the station of power of a guest, 
unless he is a tourist he is generally treated with 
slightly less respect by citizens than if he were a 
citizen of the same station or power. This is 
tolerated because no guests are ever able to 
shake the feeling of being guests. For tourists this 
is fine. But for an Exex it can be very alienating. It 
is one of the reasons gambling Exex do not last 
very long in their jobs. 

All Ugnaughts are citizens, as are most work- 
ers in the mining, city, factory, and tourist indus- 
tries. Few of the Port Town inhabitants are citi- 
zens, and even many of those who essentially live 
in Cloud City remain guests. They also do every- 
thing in their power to avoid paying taxes. Ad- 
ministrator Calrissian, by contrast, became a 
citizen shortly after he won his office. 


The Ugnaughts 


Ugnaughts are renowned throughout the gal- 
axy for their mining ability, whether it be for 
gases frozen amid an asteroid belt or metals 
buried ina planet’s heated core. Short and stocky, 
their bodies are able to withstand long periods of 
harsh conditions and work for endless hours. 

Native to the planet Gentes in the isolated 
Anoat system, the Ugnaughts long ago suffered 
the fate of most species not yet capable of inter- 
stellar travel. Entire tribes and city-states of the 
small, pig-like aliens were gathered enmass by 
Human merchants and raiders, and transported 
to new worlds to toil as indentured servants and 
slaves. 

When the Corellian eccentric Lord Figg set his 
mind to build a floating mining colony in Bespin's 
atmosphere to take advantage of the spin-sealed 
Tibanna gas he had found, he decided the project 
would never work without a source of cheap 
manual labor. He searched about for years and 
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finally found what he was looking for — three 
Ugnaught tribes. 

Figg brought the Irden, Botrut, and Isced tribes 
together on a space station in Velser’s Ring, and 
offered them an attractive contract: if they would 
build the floating city he had in mind, he would 
give them their freedom. Further, they and their 
descendants would be able to live and work in 
the colony, and share in the company’s profits. 
The deal was accepted, and the rest is history. 

Because of their rich oral tradition, the 
Ugnaughts have kept hold of their customs and 
laws from the time before their slavery. Immedi- 
ately upon their acceptance of Figg’s offer, the 
three tribes re-established their terend councils, 
elected ufflor officers, and let each individual 
choose his blood profession. 

The old had to mix with the new, however, and 
the three tribes still thought of each other as 
three distinct parts of one whole. Any Ugnaught 
feels more comfortable when dealing with mem- 
bers of his own tribe. In fact, members of the 
Isced tribe, with their rather malicious sense of 
humor, are looked down upon by members of the 
other two. 

The majority of Ugnaughts stay in the Mining 
Quarters, often spending the entire 200 years of 
their lives split between their work and the home 
their species was finally able to create. Council 
meetings, folk-story telling, dances, and blood- 
duels all take place at various arenas, built ac- 
cording to ancient specification, located through- 
out the Quarters. 

Over the years the ufflor officers have ended 
up spending more and more time on the Admin- 
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istrative Levels. They now live there permanently, 
representing their species in Cloud City’s Parlia- 
ment of Guilds. Many of the older Ugnaughts 
think the officers should not be so far away from 
the people they rule, but they also appreciate 
that the nature of the city makes it impractical for 
them not to spend a great deal of time in the 
upper quarters. 

The blood professions are passed down from 
generation to generation within a family. A belter 
teaches his children to mine asteroids, a Tibanna 
gas panner passes this skill to his children. If the 
number of new Ugnaughts for a profession ex- 
ceeds the need, a blood duel is called. This 
happens when the young Ugnaughts reach their 
twentieth year. In a series of fights to the death, 
the Ugnaughts compete for the right to inherit 
their blood profession. 

Despite this rather barbaric tradition, the 
Ugnaughts are a peaceful species. Their chatter- 
ing tongue is difficult for other species to pick up 
on, and, asidefromtheir officers, they tend to shy 
away from contact with other beings. 


Typical Ugnaught. Dexterity 2D, dodge 2D+2, 
Knowledge 1D, Mechanical 2D+1, mining tool op- 
eration 3D, Perception 2D+ 1, bargain 3D» 1, Strength 
3D, brawling 4D, Technical 1D«1. Move: 10. 
Datapad, force pick, laser spade. 


m Ugnaughts 
Attribute Dice: 12D 
DEXTERITY 1D/3D+2 
KNOWLEDGE 1D/3D 
MECHANICAL 2D/4D 
PERCEPTION 1D+2/3D+1 
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STRENGTH 2D/4D 
TECHNICAL 1D/3D+2 
Move: 10/12 

Size: 1-1.6 meters tall 


Civil Defense 


As isolated as Cloud City is, the Baron-Admin- 
istrators of the city have always recognized the 
need for constant vigilance and the ability to 
repel invaders. Cloud City's cautious visa proce- 
dures help protect the city from sudden attacks, 
since unknown ships are detected and inter- 
cepted long before they reach the landing zones 
around the city. 

To further deter attack, the city has built up 
around itself formidable defenses over the years, 
including a shield generator which can protect 
the city from orbital bombing and direct laser 
fire, dozens of ion cannon, and hundreds of 
turbolaser and tractor beam banks. Only the 
Empire could hope to force itself past such a 
defense. Fortunately, the Empire has shown little 
official interest in the city thus far. 


The Wing Guard 


The Wing Guard is the security branch of 
Cloud City. Officers of the Wing Guard are not 
only police, but also meteorologists, customs 
inspectors, and crisis controllers (firemen, bomb 
disarmers, and so on). 

Since Lando Calrissian became administrator 
and steward to the city, Port Town has been 
given permission to establish its own security 
force, which usually handles situations with a 
look in the other direction. They are paid by the 
city, favor no one, and are still responsible to the 
Wing Guards — they simply are more lenient 
than other city officers are required to be. 


Typical Wing Guard Officer. All stats are 2D 
except: Dexterity 2D«2, blaster 4D, brawling parry 
4D, dodge 4D, melee combat 4D+1, melee parry 
3D+2, streetwise 3D+1, streetwise: Cloud City 5D, 
willpower 4D, con 3D, investigation 4D, investiga- 
tion: Cloud City 6D«1, search 5D+1, sneak 4D+1, 
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brawling 3D, security 4D+2. Move: 10. Equipment: 
Blaster rifle (5D), blast vest (+1 energy, +1D physi- 
cal), comlink. 


Typical Wing Guard Member. Dexterity 
3D+1, blaster4D, dodge 4D, Knowledge 2D+1, 
bureaucracy 3D+1, Mechanical 2D+2, 
repulsorlift operation: cloud car 4D+2, Per- 
ception 3D, command 3D+2, search 4D, 
Strength 3D+1, brawling 4D, Technical 3D+1, 
security 4D«2. Move: 10. Character Points: 
Varies, typically 0-5. Blaster pistol (4D), 
comlink, binders. 


Wing Guard Air Command 


Cloud City boasts a large fleet of cloud cars 
which help protect the airspace around the city. 
The cloud cars are customized military craft 
manufactured by Bespin Motors exclusively for 
the Wing Guard, and are a bit tougher than the 
civilian model they are based upon. 


m Cloud Car 
Craft: Bespin Motors Storm IV 
Type: Twin-Pod Cloud Car 
Scale: Speeder 
Length: 7 meters 
Skill: Repulsorlift operation: cloud car 
Crew: 1;1 (can combine) 
Crew Skill: Vehicle blasters 3D+2, repulsorlift operation: 
cloud car 3D 
Cargo Capacity: 10 kilograms 
Cover: Full 
Altitude Range: 50-100 kilometers 
Cost: 75,000 (new), 28,000 (used) 
Maneuverability: 2D«2 
Move: 520; 1,500 kmh 
Body Strength: 4D 
Weapons: 
Double Blaster Cannon (fire-linked) 
Fire Arc: Front 
Crew: 1 (Co-pilot) 
Skill: Vehicle blasters 
Fire Control: 1D 
Range: 50-400/900/3 km 
Damage: 5D 


Typical Wing Guard Pilot. Same stats as 


Wing Guard Member except: vehicle blasters 
5D+2, repulsorlift operation: cloud car 6D+2. 
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Architecture 


Cloud City's architecture was based on a style 
popular on Alderaan at the time of the city's 
construction. Modifications were madeto create 
the illusion of airiness in a city that is primarily 
enclosed. 

Thecorridors of thecity vary in height from 10 
to 15 meters. High ceilings effectively prevent 
observers from perceiving an upper limit. The 
corridors curve and double back, and levels have 
steps going up and down to mini-levels — small 
plazas or stretches of corridor that later return 
to the original floor level. Textures of overlap- 
ping lines, designs, lights, and art vary the wall 
surface. All of this combines to break up what 
essentially amounts to kilometers of corridors. 

The Administrative Levels, Merchant Quar- 
ters, and service sector housing are attractively 
decorated in an art deco style — clean, sterile 
white plazas and corridors punctuated with foun- 
tains, airy atriums, and small, vibrant gardens. 

A fascinating aspect of the city's architecture 
is the Ugnaught burrow network. Modeled after 
typical burrows used for Ugnaught mining opera- 
tions, these small tunnels run up, down, and 
through the entire city. The burrows not only 
provide practical access to any area within the 
city, but also fulfill an Ugnaught aesthetic. They 
are even more convoluted than the Cloud City 
corridors, and any novice entering the burrows 
without a guide is sureto get lost. Burrow access 
hatches are completely controlled by the 
Ugnaughts. 

The metropolis is divided into levels and quar- 
ters. The numbering of the levels begins on the 
upper plaza (Level 0) and works its way down 
from level one to Level 392. The quarters are 
labeled after the compass points: North Quarter, 
West Quarter, and so on. 

The term "surfaceside" refers not only to all 
upper plaza real estate, but all property on the 
surface of the main concourse. Direction is iden- 
tified in the city by the terms "coreward," 
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"surfaceside," and thetwo neighboring quarters. 
For example, someone moving north on Level 
243-out quarter would be said to be moving 
coreward. Astoreonthe same level that is nearer 
the West Quarter than another store would be 
west of the second store. 


Floating 


Inspired by the electrolocomotion used by 
Bespin’s giant floaters, the team of engineers 
Lord Figg borrowed from Incom Corporation for 
Cloud City’s construction created a modified B/ 
I repulsorlift engine capable of responding not 
only to the planet’s gravitational field, but also its 
electromagnetic field. This technology would lay 
the groundwork for the high altitude ground cars 
of Bespin Motors. 

By running the engines in an overlapping pat- 
tern around the base of the main concourse, the 
repulsors were actually able to “anchor” into the 
planet’s powerful electromagnetic field. The 
repulsorlift pattern is parallel in structure, which 
allows for aunique layering of the antigravitational 
emanations, and lets up to two dozen of the city’s 
3,600 engines go down for servicing or repairs 
without concern. 


The Wind Tunnel 


Because the repulsorlift engines were going to 
place Cloud City so firmly in the planet’s atmo- 
sphere, there was some concern as to how the 
city would “give” when Bespin’s great winds 
struck. To prevent them from shattering, all tall 
buildings are constructed so as to sway slightly 
when winds push against them. Cloud City as a 
whole was no exception to this need for give and 
take, but its method of suspension did not allow 
for swaying. 

The problem was solved when engineers de- 
signed a great hollow tube running down the 
city’s center, from top to bottom. This tube is 
known as the wind tunnel. 


Details on Cloud Cit 


Smaller tubes, called airways, connect it to all 
the city's surfaces. As wind pressure builds up 
along one face of Cloud City, computer-controlled 
hatches covering the stalk and the concourse 
open up. Wind gusts force through the airways 
and into the wind tunnel, where they are chan- 
neled to a central vent at the top of the city. The 
hatches stay open for periods from seconds up 
to hours. Most open at one time or another 
during the course of a day. 

The tunnel has several outcroppings along its 
length, designed in the shape of a a primitive 
fixed-wing aircraft, which act to stabilize the city 
against the particularly fierce winds which enter 
the tunnel from time to time. 

As a side note: after a period, the tunnel also 
became the city’s garbage disposal system; any 
refuse drops to the hot liquid-rethen below when 
the downside hatches randomly open. 


The Tractor Beam Tube 


When the Floating Home mining colony was 
first built, the main concourse was primarily to 
house miners and to act as a giant antenna dish 
for the double-helix tractor beam tube which 
winds its way down into the lower atmosphere of 
the cloud layer to draw up heat and spin-sealed 
Tibanna gas. The concourse has grown into the 
metropolis known today as Cloud City, but the 
tractor-beam tube still exists. 

Sixteen pairs of Novaldex G47 Tractor Beam 
Generators, all salvaged off scrapped TriAstra 
Belters from the now defunct Uquine Ship Yards, 
were installed at the base of the main concourse 
around the stalk. Each was modified witha Floppy 
Helix Intensifier, which weakens the strength of 
the beam at any particular point, but produces a 
flat, winding arc athousand times longer than the 
original. 
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The helix pattern of the beams overlaps and, 
starting at the reactor bulb, creates a kilometer- 
wide, multi-layered tube that extends down to 
the surface of the liquid rethen. The layering of 
the beams makes the tube stronger, and pro- 
vides insulation for the hot gases which are 
drawn up through it. 

Along the length of the beams, floating warn- 
ing lights set on repulsorlift engines warn pilots 
away from the invisible tube. 

The tube serves two purposes: it draws both 
hot and spin-sealed Tibanna gas to the reactor 
core. 


The Citys Energy 


Aboutathousand kilometers down in Bespin's 
atmosphere, where the cloud layer ends and the 
liquid-rethen begins, the temperature is just 
slightly over 6,000 Standard Degrees. It is here 
that thetractor beam tube from Cloud City ends. 
The tremendous heat and pressure found at this 
altitude forces the gases of Bespin's atmosphere 
up the tube and toward the reactor at an incred- 
ibly fast rate. 

On the journey up to the reactor, the air cools 
off about 500 degrees. This is still more than hot 
enough to make the thermo-converters which 
line the outside of the reactor generate enough 
energy to power the city. 

The thermo-converters, built to order at the 
Helthen Co., are constructed from the Corellian 
alloy tursturin which generates tremendous 
amounts of electricity when its atoms are heated 
to temperatures above 4,000 degrees. Few other 
converters use tursturin since the energy re- 
quired to produce the needed is greater than the 
energy produced. On Bespin, however, the heat 
is free, and the surface area of the converters 
great enough to keep the city alive. 


Keeping Cloud City Afloat 


The Figg & Associates Charter was formed as 
an enterprise to make money. Beginning as a 
mining colony, then expanding into manufactur- 
ing with Bespin Motors, OmoTact Corporation, 
ROMStat Services, and others, and finally turning 
its view and resources into a billion-credit-a-day 
tourist industry, it has succeeded in accomplish- 
ing this task. 

This is fortunate since the cost of running the 
city is astronomical. Many essentials, including 
food, processing gases for Tibanna gas produc- 
tion, coolants, replacements for work machin- 
ery, and the luxuries tourists expect on Cloud 
City must be imported from other worlds. Most 
of the production on Cloud City, one way or 
another, literally goes into keepingthecity afloat. 
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Cloud City District Map 


Levels 1-50: hotels, spas, clubs, 
museums, casinos. 

Levels 51-100: merchant quar- 
ters, high income housing for 
merchants, Exex and other 
wealthy citizens. 

Levels 101-120: administrative 
offices. 

Levels 121-160: Port Town; 
industrial loading docks, casinos, 
bars, underworld activities. 
Levels 161-220: service sector 
housing. 

Levels 221-280: factories. 
Levels 181-370: Tibanna gas 
processing plants, mining 
quarters. 

Levels 37 1-392: tractor beam and 
repulsorlift gerenators. 
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Cloud City Tractor Beam System 
16.2 Kilometers 


Repulsorlift 
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The Tibanna Gas Industry 


When the blaster was first developed, a vari- 
ety of gases were tested to see which, when 
excited, would producethe most intense packets 
of light. Researchers found that a half dozen 
common gases, among them orveth, sig, and 
prothium, would serve equally well. These six 
gasesareused by most munitions companies across 
the galaxy in the production of all sizes of blasters. 

One line of research led to the discovery that 
if certain gases are isolated and spin-sealed, that 
is, compressed on the atomic level, they transmit 
four times the energy of the same gas in a non- 
spin-sealed state. Not only that, but the very 
quality of the light itself is altered in a way that 
causes the energy bolt to react more violently 
with certain types of armor coatings, thus caus- 
ing more damage. 

Few companies spent any time on the spin- 
sealed research because of the incredible cost 
involved in producing these special gases. Spin- 
sealing requires incredible temperatures and 
pressures — so great that only a few labs across 
the galaxy were capable of producing them at all, 


and production on a market scale was out of the 
question. Bespin, however, produces spin-sealed 
Tibanna gas as part of its natural ecosystem, and 
in its spin-sealed form the gas has proven to bean 
excellent core gas for blasters and laser weapons. 


Tibanna Gas Production 


At the upper levels of Bespin's cloud layer, 
Tibanna gas mixes freely with other gases and 
creates vital compounds for the environment. A 
common compound is made of rethen and 
Tibanna. At the base of the cloud layer, under 
incredible temperatures and pressures, the 
rethen and Tibannaarestripped apart. Therethen 
becomes liquid and the Tibanna gas is spin- 
sealed, unableto combine with another gas until 
storms dragthegas upward andit reaches cooler 
temperatures once more. The giant tractor beam 
tube of Cloud City reaches down to this low level 
and draws the Tibanna gas directly up toward 
the city’s refineries. Much of this air is drawn into 
the reactor, and passes up to the concourse 
above through Press-chem tubes kept at high 
pressures. 


Using Tibanna Gas in the Roleplaying Game 


Although spin-sealed Tibanna gas produces 
energy packets that transmit four times the 
energy of common gasses used for blasters 
and lasers, the increased damage yield is only 
practical for larger weapons. 

Smaller weapons (that is, all hand blast- 
ers) are not structurally sound enough to 
take advantage of the extra power produced 
— they explode when pushed to this limit. 
Instead, one fourth the gas usually needed for 
a blaster is used. The extra room allows hand 
and field blasters to be manufactured with 
micro-targeting and self-maintenance devices. 
The effects of such circuitry are subtle and only 
visible over the course of many long firefights. 

Heavy weapons, however, such as laser 
cannons found on starships, can take advan- 
tage of the gas’s extra damage yield as well as 
the increased accuracy. Characters who are 
augmenting ship weapons can re-tool their 
laser cannons to use Tibanna gas, using the 
ship modification rules in Galaxy Guide 6: 
Tramp Freighters. Rebuilding guns to accept 
Tibanna gas is one difficulty level higher than 
anormal upgrade (using the chart on page 37 
of Galaxy Guide 6), and the installation time 
rises with the difficulty (as described on on 
page 33). However, the cost level drops one 
level. The mishap modifier also drops one 
level. This is because the Tibanna gas up- 
grade is more difficult to perform, but re- 
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quires less parts and is less risky than a 
normal upgrade. 


Example: The outlaw who owns the 
light freighter Curiosity wants to upgrade 
one light laser cannon by retooling the 
gun to use Tibanna gas. Normally, an 
upgrade from 4D to 4D+2 damage would 
cost 25% of the weapon's cost, have a 
Moderate difficulty rating (and a +1 mis- 
haps modifier), and take one day to 
complete. However, the Tibanna up- 
grade costs only 15% of the weapon's 
cost, but is a Difficult action (the mishap 
modifier does not change in this case), 
and takes two days to complete. 


There are two drawbacks to using the gas. 
First, it must be found. This entails a series of 
contacts on Cloud City through Figg & Associ- 
ates. Contact must be made very carefully 
and with great diligence, as the use of gas for 
military purposes will be firmly denied. 

Second, since lasers re-tooled for the use 
of Tibanna gas have their gas compartments 
radically re-structured, the guns can only use 
spin-sealed gases, and Tibanna gas is the only 
spin-sealed gas available. This means visits to 
CloudCity must be made about once every six 
months to obtain gas to fire the guns. 

A six month supply of Tibanna gas costs 
2,000 credits. 


etails on Cloud Ci 


When the gases reach the main concourse 
level, the smaller molecules are carefully sepa- 
rated from the larger. The smaller gases are then 
frozen into blocks of carbonite in the many freez- 
ing chambers located throughout Cloud City. 

These blocks are taken to panning chambers, 
where layer after layer is scraped off the blocks 
with high-powered, microporous energy fields. 
The spin-sealed Tibanna gas atoms, more com- 


pressed than the other gases, pass through the 
field and into a waiting processing chamber. 

Utilizing nanopincers, the spin-sealed atoms 
are arranged against each other so that their 
unnatural shape will hold even in higher tem- 
perature. These strings of atoms are then sealed 
in canisters to be canisters to be collected and 
then sent off to various clients. 
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E Adventure Outlines 


The adventure outlines presented below are 
not fully fleshed out adventures — they are start- 
ing points for the gamemaster. By adding his or 
her own details, characters, scripts and player 
handouts, a gamemaster can create a full adven- 
ture from these modest beginnings. 

Because it is the nature of Star Wars to zip back 
and forth across the galaxy, the Bespin system and 
Cloud City may be used in between adventures 
that take the players to other systems. Each time 
the Rebel characters return to the city they might 
make new enemies or strengthen old friendships. 
In general, Cloud City’s outwardly neutral position, 
combined with its many resources to support 
either side of the conflict, makes the city a fine port 
to stop into when the characters need a breather, 
repairs, or a place to relax. 

Remember that the Imperial presence is weak 
in the Bespin system. Stormtroopers are defi- 
nitely not seen about the city. Imperial agents are 
present, however, working as sabacc table deal- 
ers and trinket merchants, sending reports back 
to their ISB offices regularly. 

Cloud City is like a black hole of the galaxy’s 
politics: all factions are drawn to it, but the 
conflict remains in the shadows. 


Adventure Outline One: Lost 
and Found 


Background 


The characters are waiting in a small Rebel cell 
disguised as an accountant's office, in a city on 
Gerrenthum. The "clerk" attending them is cod- 
ingan annotated list of the Imperial Fleet's activi- 
ties — and the Alliance's counter-moves - in the 
sector. Acting as couriers, the characters are to 
transport the list to Rebel HQ. 

But unknown to them, slicers of the Lenushaa 
gang have stumbled onto the cell and hacked 
their way into the Revel computer system. A 
vessel has stored the fleet monument informa- 
tion in his memory banks. 
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They must go to Cloud City, following leads, to 
find the vessel and recover the information. 


The Script: The characters are discussing the 
importance of the document they're waiting for 
when the clerk suddenly announces the system 
has been spliced. The characters order him to 
shut it down. The clerk says the tap is from 
somewhere in the building. 


Hot Pursuit 


Episode Objective: Identify the slicers. 
Obstacles: The teeming metropolis itself. 


The thieves tapped in through the system 
feed-dish at the top of the building. When the 
Rebel system was turned off they quickly closed 
down; they are headed for their ship, the Bounti- 
ful Hunter ; the Rebel ship is docked on the other 
side of the starport, making space pursuit nearly 
impossible. 

The Lenushaa travel by foot to be less con- 
spicuous, but they use their jet packs if the 
characters get too close. The vessel keeps his 
backto the characters or wears shapeless cloth- 
ing so that no one would recognize him if they 
saw him again and he gets away in the ship. 

Fallen gang members die, escape, kill them- 
selves, or remain utterly silent. The characters 
need to do some legwork to identify their adver- 
saries. Those few who know that the Bountiful 
Hunter belongs to Wonn lonstrike, operating out 
of Cloud City, know it's wiser not to say. Another 
avenue ofinquiry is the small “cloud-and-spindle” 
tattoo on the inside forearm of each gang mem- 
ber. 

The last informant also, for a proper fee, adds 
that his Cloud City contact, Odea Aurora, might 
be able to help. 


Staging Tips: When the characters split up, 
searching for whoever tapped their system, cut 
back and forth between groups at dramatically 
appropriate moments. Dangle plenty of red her- 
rings and dead-ends (the running footsteps be- 
longed to a secretary hurrying some files down 
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the hall) and make them keep scrambling. If the 
players get too trigger happy, the authorities 
arrive and slow them down. 

In contrast, the investigation phase should be 
slow and tedious. Let the characters pick up 
information bit by bit (first the fact that it's a 
gang, then the Lenushaa gang, then the Lenushaa 
gang in Cloud City) so their questions can get 
more and more specific. 


Card on the Table 


Hyperspace: 14 hours. 

Episode Objectives: Make contact with Odea; 
deduce and prevent transfer. 

Obstacles: The Lenushaa gang, Imperial thugs. 


The characters head for Bespin system to 
check out their leads. They begin by exploring 
Cloud City. 

After an unsuccessful first day, the characters 
are told to go to K'cri's and look for a girl selling 
jewelry. As a recognition code, they're to ask if 
she's got a brooch made of droid cyber compo- 
nents. 

While waiting for Odea to show up, one char- 
acter might notice some tough looking custom- 
ers are scanning the casino area or some too- 
studiously casual mercs. If possible, one or more 
should be mercs from the fight on Gerrenthum. 
The characters have to avoid or overcome the 
ambush before Odea will approach. 

Odea explains that the Lenushaa gang vessel, 
a slicer named Tresk, will be giving the informa- 
tionhestolefromtheRebelcellto Captain Velantia 
of the ISB tonight at the Pair O'Dice. Nobody 
seems to know what Tresk looks like. Captain 
Velantia is easily recognizable: the agent has a 
jewel in his right eye, and a half-dozen toughs 
conspicuously not guarding him. 

The characters find a sabacc game (see box) 
that includes Velantia. The game is one of many, 
with players arriving and bowing out continu- 
ously. The Lenushaa vessel is there when the 
characters arrive, though they do not recognize 
him. 

Tresk is using a variation of the cheater. In- 
stead of changing his hand to win the game (in 
fact he is a mediocre player), the cheater trans- 
lates the information stored in his vessel memory 
banks from a numerical code into a “picture 
code” based on the images of the sabacc deck 
face values. The code shows up on Captain 
Velantia’s hand of cards. 

Velantia is recording these shifting pictures in 
his hand with a special holocamera mounted in 
his prosthetic eye jewel. Later he will slow the 
images down and re-translate them to the nu- 
merical code. He does not know with whom he is 
dealing; only that a visual transfer will be made 
during the game. 
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Because so much information needs to be 
transferred by the pictures, his sabacc hand is 
going to be shifting at an amazing rate. 

The Pair O'Dice is a classy casino located on 
the main concourse. Unlike K'cri's Cafe, violence 
will not be tolerated. Any trouble, and out the 
characters go. 


Staging Tips: Play the tension of the sabacc 
game against the tension of the Rebel characters 
desperately trying to figure out how the informa- 
tion is being transferred — and how to stop it 
without causing a scene. If they scan for a trans- 
mitter they certainly find the sabacc cheater, but 
that might only suggest that Tresk is cheating at 
the game. 


The Game 


Sabacc is played with an electronic board 
deck: the Seven of Staves, the Idiot, the Mistress 
of Coins, and so on. Players attempt to reach 
certain value totals in two or three card hands. 

Uniquely, the images on the cards rotate ran- 
domly through the course of the game, so that 
someone winning at one moment could end up 
losing the next. This makes pacing especially 
important to the game, as players must take 
advantage of their hands as soon as possible. 

A sabacc cheater, a small disk a centimeter 
thick and four centimeters in diameter, allows a 
player to transmit electronic signals which change 
the images of the cards in his hands to winning 
totals. 

Players can make Knowledge rolls for the 
game's basics. (Gamblers should be told how the 
game works). If Odea is there, she can explain it 
to them. 

Since a vessel's stored data is independent of 
his thoughts, Tresk doesn't have to think at all 
about anything but the game he's playing. Tresk 
is also dumping the data as it's transferred to 
Vealntia. When Vealntia gets up to leave, Tresk 
will stay and continue the game, his job done and 
the data gone. 


An Eye for an Eye 


Because Velantia is very good, he has noticed 
the watching characters and he signals to his 
support agents to dispatch them while he takes 
off in a waiting cloud car (if the characters man- 
aged to interrupt the transfer and/or recover the 
data, Velantia tries to recapture the informa- 
tion). 

Episode Objectives: Prevent Captain Velantia 
from leaving Bespin with the data. 

Obstacles: His guards. 


The ISB agents open fire at the characters on 
thestepsofthePair O'Diceto covertheir captain's 
escape. Because Velantia is known throughout 
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theranks of the Rebellion as one of the ISB's best 
agents, capturing him is a fine idea. Whatever the 
case, the characters must hurry as Wing Guards 
will soon be on the scene (if they bringin Velantia, 
be sure they get commendations). 


Adventure Outline Two: 
Repair Funds 


Background 


The characters, finding themselves with insuffi- 
cient funds to repair a blown hyperdrive compres- 
sor coil, are attempting to drum up some extra 
cash at K'cri's Cafe gambling tables. A young Corel- 
lian couple of noble stock approaches them and 
explains they've noticed how desperate for credits 
the characters are, and can pay handsomely for 
some help. The characters know that many of the 
Corellian nobility are supporters of the Alliance. 


The Script: Pulling the characters aside, the 
couple states that they are in grave trouble. They 
came to Cloud City for the sole purpose of gaining 
(they hesitate here) forged documents: forged 
IDs of Transit for three friends in the Bendeluum 
system sympathetic to the Rebellion — and 
sought by the ISB. 

The documents they had commissioned were, 
however, sold to a higher bidder: Toln ne Yerres. 
The couple asks the characters, in return for the 
10,000 credits they would have paid, to get the 
documents back (they pay half in advance, so 
repairs on the ship can begin right away). 


Galaxy Guide 2: Yavin and Bespin 


Dealing with Ugarte 
When the characters begin looking for the IDs 
they have no idea what Toln has done with them 
— does he want them for himself? Has he sold 
them? Are they even still in Cloud City? 


Episode Objective: Track down theIDs' where- 
abouts without tipping off Toln. 


The distraught couple approached the char- 
acters in K'cri's Cafe, as good a place as any to 
start extending feelers. When the characters leave 
to start pounding the pavement, point out the 
Ugarte is smirking at them (a smirking Ugnaught 
is not a pretty sight) as if he’s drunk. 

The characters have to tread very lightly, as 
they’re trying to track a shady deal in the Cloud 
City underworld. Everyone knows something — 
for a fee. But the characters have to sift through 
a lot of useless information about forgers, deals, 
and backstabbings. Ugarte knows what's hap- 
pening with the IDs because he's the one who 
bought them for Toln (though he won't tell the 
characters that yet). 

After the characters have traveled around 
Port Town for a bit (when they or you are tired of 
the game), let their path lead them back to the 
Cafe. Now Ugarte calls them over to deal. Since 
they've had no luck, he can drive the price up. 

For a lot of credits the Ugnaught reveals that 
Toln’s goons, his Gamorrean guards, are exchang- 
ing the IDs for cash at a travelling beldon herd in 
one hour. 


Staging Tips: If possible, make a flow chart of 
characters whom the characters meet as they 
scour the streets, with a couple of dead ends 
thrown in. 

They might also discover that their informants 
are also selling the information that the charac- 
ters are seeking information to other, interested 
parties. Keep them unsure about who they are 
contacting and who might be following them. 

This is also a good time to plant campaign 
hooks and leads for your next adventure. 


Getting There from Here 


Episode Objective: Get transportation to the 
drop. 
Obstacles: Cloud City bureaucracy. 


Only a few, if any, of the characters are Cloud 
City certified for cloud cars, a process which 
takes about a day. The drop is in less than an 
hour. Time to con and grease palms? Or the 
characters hop a standard tourist air bus with 
para-wings, and eject near the sight? If the char- 
acters know Elea (aka Kel), they could also ap- 
peal to her; she’s an Exex at Bespin Motors. 


Staging Tips: No matter where the characters 
go to rent a cloud car, they meet the biggest 
sticklers for rules imaginable (air bus pilots are 
similarly reluctant to carry joyriders). One might 
be an old woman, conservative by age. Another 
might bea young kid just hired who doesn’t want 
to get into any trouble. A third might be an alien 
who doesn’t understand the idea of breaking a 
rule. 


Mountainous Monsters 


Episode Objectives: To retrieve the IDs and 
get back to Cloud City. 
Obstacles: Gamorreans and mercs. 


Twilight is falling, turning the rosy clouds a 
faintly phosphorescent purple. Except for con- 
venient billows of vapor and giant floaters, there 
is no cover as the characters near the drop sight. 
They approach with the sun behind them? As a 
velker pack? As another client horning in? 

With macrobinoculars or sensors, they can 
spot a group of about six people on the back of 
one of the beldons. Two cloud cars rest on the 
creatures back as well. Suspended above the 
surface of the floater is a light freighter. 

Depending on their plans, the characters have 
three major options: sneak up, bluff, or rush in. 
They get the drop onthe negotiators (Glongfurrp, 
three Gamorreans, and two mercs representing 
the forger) if they sneak up successfully. If they 
just rush in, the mercs have time to fight back? 
Get to their ships? If they bluff, they'll have to 
offer more than the current buyer or be blasted 
for interfering. 
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Glongfurrp and his guards put up a struggle, 
but lose the IDs to the characters. As soon as the 
characters leave, the two cloud cars and the 
freighter join in quick pursuit (if not disabled or 
stolen), and there’s a high speed chase between 
the canyons formed by the beldons. If a beldon’s 
surface is struck by laser or a ship, the light gases 
within the creature produce a huge explosion. 


Staging Tips: A beldon’s flesh is thick and 
spongy and characters should have trouble run- 
ning around. Remember that stray laser blasts 
could cause the beldon to catch fire— and the IDs 
to be lost. 


Sold Out! 


When Glongfurrp doesn't get the IDs, Toln ne 
Yerres alerts the Imperials in Cloud City to "a sale 
of forged documents," not explaining his own 
involvement (or the destination system). 


Episode Objectives: To get out of Cloud City. 


The characters discover there are Imperials 
on their tail and make a running retreat to their 
recently repaired ship, the noble couple in tow. 

As they enter the Bendeluum system, they're 
jumped by a flight of TIEs doing outlying patrol 
and must run the Imperial blockade to drop off 
the nobles and the IDs. 


Staging Tips: The characters still don't know 
their way around that well (Cloud City was de- 
signedto avoid monotony). Let them get lost and 
caught in cul-de-sacs every once in a while. Once 
they’re in Bespin's atmosphere, they'll feel home 
free—there are no large Imperial ships in neutral 
Bespin system. Play this confidence against the 
Bendeluum system blockade for maximum punch. 


Adventure Three: Misers 
Treasure 


Background 


Kel, the mysterious black market arms dealer 
in Cloud City, has offered the Rebel Alliance a 
chance to by a prototype of the Incom k-43 heavy 
laser cannon. 

Through a series of secret contacts, Kel has 
arranged to make the drop at K'cri's Cafe. The 
Exex is delivering a disk with pertinent informa- 
tion. Unfortunately, Ugarte overheard some of 
her conversations. 


The Script: The characters wait for their con- 
tact to show up. During that time they review the 
information about the k-43 prototype. When Kel 
arrives, she gives a code signal and the charac- 
ters respond with theirs. She slips them the disk 
and leaves with a quiet warning; unfortunately, 
the man at the bar looks a little too interested. 
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Tracking and Backtracking 


Kel noticed the Ugnaught Ugarte signaling a 
man sitting at the bar. The man is an ISB agent. 
Ugarte’s greed got the better of him again and he 
sold the characters out to the Empire. 


Episode Objective: Avoid the tail and get to 
their ship to listen to the disk. 
Obstacles: Three well trained ISB spies. 


Kel only saw Ugarte signal to the man at the 
bar. The man at the bar, however, signaled to two 
of his colleagues, and now all three are indepen- 
dently following the characters. The agent from 
the bar should not be easy to spot, but their tip 
should give them an edge. 

The ways in which the characters can deal 
with the situation are nearly limitless. No ISB 
agent offers aid to another if the characters 
threaten an individual. Each has orders to stay 
out of sight and trail the characters. The charac- 
ters may not realize there is more than one tail. 


Hot Pursuit 


When the characters play the disk, either in a 
droid or at their ship, they find that the cannon 
has been left in the southern tunnel of loading 
bay 8E in the old ruins of Miser. They are to get 
the gun and leave the payment. 


Episode Objective: Get to Miser. 
Obstacles: TIE fighters. 


ISB thought that the cannon would be picked 
up by the characters in Cloud City. When the 
characters head off-planet, they are surprised, 
and must scramble the group of TIE fighters and 
a customs frigate waiting in Bespin’s orbit to 
capture the characters when they leave the sys- 
tem. The ships are given new orders to follow the 
characters to where the gun is hidden. 

As the characters approach Miser their sen- 
sors pick up the Imperial ships. If they try to 
elude their pursuers, the TIE fighters attack. The 
characters’ hyperdrive is damaged, as well as the 
navigation system, and the ship is forced to land 
in bay 4E on Miser. 


The Maze 


Landing, the characters lose the TIE fighters 
due to Miser's magnetic interference but the 
stormtroopers still havea generalidea wherethe 
characters are. 


Episode Objectives: Repair the ship and find 
the cannon before the stormtroopers. 
Obstacles: The stormtroopers. 


It'sinthecharacters' best interests to lead the 
stormtroopers as far from their ship as possible 
while repairs are being made. This means that 
while the characters are hunting for the k-43, 
they're also trying to lead the stormtroopers in 
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random directions and, further, trying not to get 
caught. Several firefights break out, and both 
characters and stormtroopers constantly get 
caught off guard (rounding corners and running 
smack into the middle of the enemy). 

The characters have to get the cannon to the 
ship somehow — by flying into bay 8E in their 
repaired ship (avoiding the shuttle above), or by 
using the repulsorlift they brought, or by repair- 
ingoneofthemany century-old cargo repulsorlifts 
lying about the corridors. 


Cannon Blazing 


After retrieving the cannon, the characters are 
going to need its additional firepower to beat 
back through the Imperials. They can tempo- 
rarily mount it on their repaired ship. But you 
don’t want your players to have such a heavy 
weapon, so sometime midway through the battle, 
it gets damaged — takes a hit? Overheats? Gets 
knocked around? Enough to be inoperable. 


Short Takes 


Short takes are adventure ideas and situations 
which may be used as inspirations for full-blown 
adventures or simply adapted into play as back- 
ground color or side-stories. The above adven- 
ture outlines are focused on characters with a 
Rebel affiliation, while these are aimed more at 
tramp freighters and smugglers. 


Air Pirates 

Pirate activity has risen sharply in the Bespin 
system in the past few months, but the system 
defense forces have been unable to discover 
where the pirates are coming from. 

While the characters are visiting Bespin, they 
come into contact with the Tondra clan (perhaps 
to buy algae spice?), and hear one of their algae 
harvester crews talking about seeing an odd 
sight out in the clouds: a lone beldon floating by 
itself. 

A few visiting scientists hear of this, and go out 
to observe the creature, but do not return. Even- 
tually, the characters go out to investigate, per- 
haps led by one of the Tondras on a harvester. 
They spend some time in searching for the lone 
beldon, and finally locate it about 1,000 kilome- 
ters from Cloud City. 

Oddly, itis not grazing among the algae clouds, 
but is drifting somewhat apart from the pinkish 
clouds. As the characters approach, they dis- 
cover that someone is jamming their comlinks, 
preventing them from contacting anyone beyond 
a kilometer. 

Suddenly, the side of the beldon dilates open, 
and several heavily armed Z-95 Headhunters 
sprint out to engage the characters. Looks like 
the characters have found the secret pirate base ... 
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As the battle rages, a pack of velkers appear, 
and begin to attack the fake beldon and space- 
ships alike. The pirates flee as their base is rav- 
ished by the predators. The characters could be 
chased quite a distance before they give the 
animals the slip. 


Turf Wars 


Jabba the Hutt's organization has begun mak- 
ing new inroads into Cloud City by acquiring a 
small arena which specializes in shock ball tour- 
neys with heavy betting. The characters acquire 
a partial stake in the arena about the same time, 
either through a high-stakes sabacc game, or as 
payment for a cargo shipment (the receiver is 
short of cash). Maybe they are bought out by 
Jabba's men (you don't say no to Jabba), or, 
alternatively, encouraged to participate in the 
business end of things, to provide a respectable- 
looking front? 

lonstrike is incensed at Jabba's move onto his 
turf, and has sworn to drive Jabba's front man (a 
slick gambler named Extel) out of the city. He 
begins to pull strings to get the arena closed 
down on a number of charges (lack of certain 
permits and union memberships, for example), 
and hires a few musclemen to lean on the arena's 
local backers. The characters could be offered 
bribes to sell out Extel, sell out Jabba, or both. 
Maybeathird party wants the characters' help in 
rigging the competitions? Whatever happens, 
the characters are sure to catch heat from all 
sides in the conflict. 

Things get fairly nasty until Calrissian steps in 
to arbitrate. Jabba might be forced to pull out of 
Cloud City, or lonstrike may be forced to back 
down partially, perhaps inreturn for partial stakes 
in the establishment? No one will be happy with 
the settlement, but that's life. The characters will 
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be lucky to get out with enough credits from the 
dealto compensate them for their original cargo 
(or at least enough to pick up a new one). 


Note: Jabba does not at any time actually visit 
Cloud City or interact with Lando directly. A face 
to face confrontation makes it harder to believe 
Lando could later seek employment in Jabba's 
palace incognito. 


Candilin Oranges 


Thecharacters are offered a contract to trans- 
port a hold-full of expensive Candilin oranges to 
Bespin for use in the luxury hotels there. When 
they arrive at Cloud City, they discover that the 
order was bogus: not only did the hotels not 
order the oranges or want them, but the fruit has 
a very short shelf life. Indeed, the oranges are 
already spoiling in the ship's hold as the charac- 
ters sort all of this out. 

The characters are left to cope with their loss, 
and attempt to discover who might have played 
them for patsies. A few ideas: an old adversary of 
the group has rigged the deal to get back at them; 
the orange shipment is cover for a contraband 
shipment of jewels, which are hidden within the 
pulp of the fruit (in this case, the receivers will 
make an attempt to claim the delivery, either 
posing as hotel buyers, or offering to buy them at 
cut rates after the hotels turn it down); the mix- 
up was a simple error, and will be straightened 
out by the original seller (perhaps the characters 
will be offered a more lucerative deal as partial 
compensation); the delivery of a shipment of 
unsellable oranges is a signal to some sort of 
revolutionary group to seize Cloud City — after 
putting down the activists’ gas attacks and sabo- 
tage efforts, the Wing Guard comes looking for 
the characters. 
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Bespin Personalities 


Wonn lonstrike 


Type: Crimelord 

DEXTERITY 2D 

Blaster 2D+2 

KNOWLEDGE 4D 

Bureaucracy 5D, intimi- 

dation 6D+1, streetwise 

7D, willpower 5D+1 

MECHANICAL 2D 

PERCEPTION 4D 

command 5D, con 6D, 

forgery 6D+1, gambling 

6D 

STRENGTH 2D+1 

TECHNICAL 3D+2 

Computer programing/repair 4D, security 4D+1 
Character Points: 

Move: 10 (hoverchair) 

Equipment: Hoverchair, blaster (mounted on chair— 
4D+2), datapad, comlink. 


Capsule: Wonn lonstrike is 60 standard years 
old. His body is withered and crippled and he 
lives in a specially designed hoverchair. His thin 
face and silver hair give him an air of sleek grace. 
The damage done to his nervous system makes 
his smile grim. 

lonstrike is one of the most powerful men of 
Port Town, acriminal kingpin who controls smug- 
glers, bounty hunters, slicers and mercs. He 
began his career as a gambler, made several 
underworld contacts, got involved with com- 
puter forgery, moved to Cloud City, and began to 
organize a criminal elite. His goal is to drive 
Jabba the Hutt out of business. 

Cold and calculating, lonstrike runs the game 
like a man looking over a chess board — deliber- 
ately and with a complete view of the game. His 
experiments with biocomp implants to aid his 
forgery led to the destruction of several major 
neural groupings in his spine, and he has been 
crippled ever since. An exoskeleton for the up- 
per half of his body lets him eat, drink, read and 
manipulate objects without aid. Because of his 
accident, Wonn speaks with a bit of a slur (he can 
use only the right half of his mouth), but his slow 
and deliberate speech sounds elegant and in 
command. Four burly mercs are always nearby, 
retained as bodyguards. 

There are 63 Lenushaa members of his gang, 
and they concentrate their efforts on the Trade 
Spine and Cloud City. The gang owns two well 
armed light freighters, the /viitz and the Bounti- 
ful Hunter. Their base of operations is a partially 
empty level (like many others “awaiting devel- 
opment”) between Port Town and the Tibanna 
gas storage levels. 
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Lobot 


Type: Cyborg Adminis- 

trator 

DEXTERITY 2D+2 

Blaster 4D 

KNOWLEDGE 3D+1 

Bureaucracy 5D«1, bu- 

reaucracy: Cloud City 

9D+2, business 8D, law 

enforcement: Cloud City 

7D, value 4D+1, will- 

power 6D 

MECHANICAL 2D+2 

Beast riding 3D, 

repulsorlift operation: cloud car 5D 

PERCEPTION 3D 

Command 4D, command: Wing Guard 8D, investiga- 
tion: Cloud City 12D+2, search 5D 

STRENGTH 2D+1 

Stamina 4D+1 

TECHNICAL 4D 

Computer programming/repair 6D, computer program- 
ming/repair: Cloud City’s central computers 11D, se- 
curity 6D, security: Cloud City 12D+2 

Force Points: 2 

Character Points: 12 

Move: 10 

Equipment: Brain-enhancing cyborg implants (allows 
instant access to Cloud City's central computer when- 
ever within one kilometer of city, and gives «2D to 
bureaucracy, law enforcement, computer programming/ 
repair, and security when pertaining to Cloud City; can 
use computer system to monitor movements of any 
individual or individuals while on Cloud City; can 
remotely control any of Cloud City's systems, includ- 
ing coms, repulsorlift control and life support), por- 
table data storage facility (can hold up to three knowl- 
edge cartridges). 


Capsule: Lobot is 38 standard years old. At- 
tachedtohis bald headisaborgimplant bracket. 
When he accesses the city's main computer, 
Lobot gets a faraway look in his eyes. In recent 
years certain borgneural connections have worn 
away at Lobot's speech centers, and he speaks 
rarely. 

Born a slaver's son, Lobot traveled the gal- 
axy, aiding his father in raids on primitive sys- 
tems. Around his fifteenth birthday, however, 
his father's ship was besieged by a competing 
group of pirates. Lobot's father was killed and 
the ship scuttled. The boy was himself made a 
slave for two years. His escape led him to Cloud 
City, where Baroness-Administrator Ellisa 
Shallence proposed he indenture himself to the 
city as a borg to pay his debts. 

Now, he spends more and more of his time in 
silent contemplation, re-working all of his obser- 
vations of the world around him in terms of 
formulas and numbers. This has given him a 
certain distanced, even eerie, quality that dis- 
turbs most people. 
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K'cri Elban 


Type: Casino Owner 
DEXTERITY 2D 
Blaster 4D, brawling 
parry 3D 

KNOWLEDGE 2D 
Alienspecies 4D, bureau- 
cracy 4D+2, business: 
casino 6D 
MECHANICAL 2D 
PERCEPTION 2D 
Command 3D-2, gam- 
bling 4D 

STRENGTH 2D 
Brawling 4D+1 
TECHNICAL 2D 
Character Points: 3 
Move: 10 

Equipment: Comlink, datapad, stun pistol (3D+2 stun 
damage) 


Capsule: Now in his 40s, K'cri is getting a bit soft 
in the face and his hairline is beginning to re- 
cede. He tends to stoop now, his shoulders 
hunched forward. He invariably looks dour. K'cri 
tends to pepper his speech with a lot of "Bah"s, 
“Hmmph"s, and so on. 

K'cri Elban runs one of the more crooked 
gambling casinos on Cloud City. A cynical man, 
he was once a lively and well respected war 
hero. Some time before Palpatine's rise he be- 
came withdrawn and indifferent to the affairs of 
the galaxy, but no one knows for sure what 
happened. He now gives help to no one. If asked 
about his past or the Clone Wars, he becomes 
tight lipped and ignores the question. 

K'cri's Cafe is located just on the outskirts of 
the Administrative levels on Figg Avenue. Fea- 
tured among the cafe's entertainment is K'cri's 
companion from the Clone Wars, Essay-Emthree. 
This droid owns an ancient stand-up synthtone, 
and is a master player of the instrument. His 
memory banks are filled with countless songs 
dating backto the time of the Republic which he 
sings to nostalgia-starved audiences. His voxbox 
was damaged during a skirmish of the war, and 
Essay decided he liked the deep, rough quality it 
produced and never had it fixed. K'cri is a good 
guy at heart, but refuses to become involved. He 
may begrudgingly offer help to Rebels, if they 
approach him just right. 


Odea Aurora 


Type: Street Kid 
DEXTERITY 3D+2 
Dodge 4D+2 
KNOWLEDGE 3D 
Streetwise 5D, survival 
4D 

MECHANICAL 2D 
PERCEPTION 4D 
Bargain 5D 

STRENGTH 2D+1 
TECHNICAL 3D 
Character Points: 6 
Move: 10 

Equipment: Knife (STR+1), jewelers tools 


Capsule: At 13, Odea is a coltish, somewhat 
awkward girl. She wears her black hair cropped 
close to her skull. She is very self-conscious, and 
tends to make mistakes when she thinks others 
are watching. Left to herself, or when she be- 
comes absorbed in what she is doing, she moves 
like an athlete. Rags make up her Port Town 
wear, but she has two nice outfits for hawking 
her wares on the main concourse. 

Nowan orphan, Odea Aurora arrived on Cloud 
City when she was six years old. Upon her father's 
death, her mother, the captain of a stock light 
freighter, packed up their belongings and headed 
for Bespin system, hoping to find a safer home 
for her daughter. She tried to establish an inde- 
pendent shipping business, unwittingly carry- 
ing goods stolen from Jabba the Hutt. Toln ne 
Yerres dealt with the usurper quickly and 
harshly: Glongfurrp tracked her down and killed 
her. Odea, who had been playing with some 
friends, was warned not to return to the ship. In 
the last seven years she never has. The ship was 
gutted by scavengers, and the Happy Failure has 
served as a gambling casino for years. 

Odea soon learned to support herself. She 
makes intricate jewelry from electronic and metal 
scraps she finds and sell it to tourists. Several 
merchants have tried to interest her in putting 
her works in their shops, but she prefers not to 
deal with middle-men. 

Most acquaintances read her as shy, but Odea 
has but one focus in her life: seeking her mother’s 
killer and exacting revenge. She can haggle with 
the best merchants in Port Town, and knows 
when to flash a tremulous smile to seal a sale. 
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Toln Ne Yerres 


Type: Twi'lek Criminal 
DEXTERITY 2D 
KNOWLEDGE 2D 
Bureaucracy 5D, busi- 
ness 7D+2, streetwise 3D 
MECHANICAL 1D«2 
PERCEPTION 4D+1 
Bargain 6D+1 
STRENGTH 1D 
TECHNICAL 2D 
Special Abilities: 
Tentacles: Twi-leks can 
use their head tails to 
communicate in secret with each other, eveninaroom 
full of individuals, The complex movement of the 
tentacles is, in a sense, a “secret” language that all Twi- 
leks are fluent in. 
Character Points: 8 
Move: 10 
Equipment: Datapad, hold-out blaster (3D+1) 


Capsule: Toln ne Yerres is 45 standard years old 
with a bit more paunch on his frame then the 
average Twi'lek. 

He started his career as one of Jabba the 
Hutt's many ryll-running slaves. He proved him- 
self a capable worker and became his 
supervisor's right hand man. When it became 
apparent that his supervisor would not grant 
him his freedom and thus enable him to move 
upward, he framed the Human for embezzle- 
ment against Jabba, and watched as Jabba's 
enforcers removed him screaming from his of- 
fice. The new supervisor proved to be more 
malleable, and Toln soon had his freedom. 

He immediately began to expand his local 
network of contacts, and managed to make a few 
friends on Tatooine. After moving up a few more 
levels in Jabba's organization, Toln used these 
contacts to obtain a transfer to Tatooine itself, 
where his prowess might be recognized and be 
rewarded with more advantages. His creden- 
tials allowed him to take over as Jabba's finan- 
cial manager, an intensely coveted position, 
where he once again displayed his flair with 
credits and management. 

Having established himself in Jabba's court, 
Toln ultimately decided he preferred to live and 
work elsewhere. While there were many advan- 
tagesto workinginthe presense of Jabba, hesaw 
many loyal and capable aides fall prey to Jabba's 
capricious and unpredictable anger. Like most 
Twi'leks, Toln has an inbred sense of waiting out 
the storm, but he knew it was only a matter of 
time before some passing tantrum of Jabba's 
would mean either death or falling into perma- 
nent disfavor. When the Holiday Towers was 
acquired, he delicately convinced Jabba to send 
him to see that it turned a profit. 
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Glongfurrp 


Type: Gamorrean Body- 
guard 
DEXTERITY 3D 
Brawling parry 5D+1, 
melee combat 4D+2, me- 
lee parry 4D+1 
KNOWLEDGE 1D 
MECHANICAL 1D 
PERCEPTION 2D 
STRENGTH 4D 
Brawling 6D, lifting 4D«2 

TECHNICAL 3D 

Special Abilities: 

Stamina: Gamorreans have great stamina — whenever 
asked to make a stamina check, if they fail the first 
check, they may immediately make a second check to 
succeed. 

Move: 10 

Equipment: Axe (STR+1D) 


Capsule: Glongfurrp weighs 115 kilos. His metal- 
tipped tusks (a gift from Toln) are kept meticu- 
lously clean — but his clothes are most often 
blood-stained and battle-torn. At 33 he is at his 
prime — his muscles firm and his mind soft. 

Glongfurrp is Toln ne Yerres' faithful servant 
and bodyguard. He fell into Toln’s orbit many 
years ago when the two were fellow slaves in 
Jabba's ryll-running curcuit — Toln was a cou- 
rier while Glongfurrp was one of his enforcers. 
As Toln moved up the ranks in Jabba's organiza- 
tion, Glongfurrp stayed by his side, ever his 
faithful bodyguard. 

Though of limited intelligence, Glongfurrp is 
extremely canny. He knows for a fact that Toln 
trusts him above everyone else. He does not 
realize that Toln hand-picked and cultivated him 
because of his tendency to whole-heartedly de- 
vote himself to a person who can provide him 
with work, protection, and a good time. Toln 
looked long and hard to find someone with an 
imagination so handicapped that its owner would 
find it extrememly difficult to plan treachery. 

Indeed, Glongfurrp has had ample opportuni- 
ties to betray his master, and dozens of offers to 
do so from Toln’s enemies within Jabba’s orga- 
nization. Unfortunately for the messenger, such 
offers utterly confuse Glongfurrp when couched 
in subtle terms, and utterly offend him when 
stated outright and plainly. He has turned each 
one down by politely slaying the messenger; 
Toln has had to do some fancy footwork to keep 
them both alive after several of these “refusals.” 

Glongfurrp is now the captain of six 
Gramorreans on Toln’s pay. They all live in 
specially reinforced rooms on the fifth floor of 
the west building. 

Life for Glongfurrp is good. He is well fed and 
well taken care of. The only problem there is that 
there’s not enough fighting. He sometimes seeks 
out danger where none exists (always with atrue 
concern for Toln’s welfare). 
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Ugarte 
Type: Ugnaught 
DEXTERITY 2D 
KNOWLEDGE ID 
Streetwise 4D 
MECHANICAL 2D+1 
PERCEPTION 2D+1 
Con 4D+1, sneak 3D 
STRENGTH 3D 
TECHNICAL 1D+1 
Character Points: 4 
Move: 10 
Equipment: Datapad, li- 
quor flask 


Capsule: Ugarte is 42 standard years old. Like all 
Ugnaughts, he has a snout-like nose and fangs. 
His skin color is a dirty pink, and the wisps of hair 
on his head are white. His speech is squeaky and 
he distorts vowels. 

Ugarte is a member of the Botrut tribe, and 
grew up on Cloud City. He has never found a 
niche in Ugnaught culture, either within his tribe 
or the various trans-tribe groups of Ugnaughts 
which roam the innards of the city. 

When he was young he decided to break out 
of Ugnaught society and make his fortune among 
the wealthy. He worked for a number of years as 
a busboy in a tourist trap pub boasting an “ex- 
otic” alien staff, and made a few contacts with 
some of the local grifters trolling for easy marks. 

After years of watching the grifters swindle 
thousands ofcredits from gullibletourists, Ugarte 
decided to go out on his own and try for the big 
credits. Since then he has blundered from one 
scam tothe next, always burning himself slightly, 
and scorching whoever else was involved with 
the deal completely. He does have a nose for 
sniffing out potential profit, but no ability to 
carry the deal through. 

Ugarte frequents K'cri's Cafe, and considers 
K'cri a friend, though the retired warrior looks 
upon the money-mad Ugnaught with utter dis- 
dain. Usually he has some elaborate or danger- 
ous scheme available for a investor to set into 
motion, or is looking for someone to buy stolen 
wares he has secured. 


Elea Poista, 
a.k.a. Kel 


Type: Bureaucrat/Rebel 
Operative 

DEXTERITY 2D+2 
Blaster 3D+1 
KNOWLEDGE 4D 
Bureaucracy 5D, busi- 
ness 4D+2, business: 
Bespin Motors 6D, 
streetwise 4D+2 
MECHANICAL 2D 
PERCEPTION 4D 

Con 5D 

STRENGTH 2D+1 
TECHNICAL 3D 
Character Points: 9 
Move: 10 

Equipment: Datapad, comlink 


Capsule: Elea is an attractive woman in her mid- 
30s with who usually wears her long red hair up 
in a bun. She is a top Exex in the shipping 
department of Bespin Motors, a position she 
obtained after transferring from a shipping com- 
pany on Ralltiir. 

Elea has spent several years selling contra- 
band weapons on the black market. She sought 
her current position to obtain the shipping re- 
sources to better serve her buyers. She pains- 
takingly created the identity of Kel to use in her 
direct contacts with buyers and sellers to pro- 
tect her own identity. She wears a black wig 
while posing as Kel, and dresses in a black jump 
suit and cape. Elea has generated a very detailed 
electronic history for Kel — the character has 
birth records on Galltine, early service in the 
Hammo job corp, and docking passes to many 
spaceports. Kel is also reigistered in both Impe- 
rial and Cloud City records. 

Initially, Elea was in it for the money. How- 
ever, while tracking down Molly's Merchants to 
pull Bespin Motors' "buyout," she discovered 
how much crime was being created because of 
the Empire. She then shifted her business to 
favor Rebel operatives. 

The wordalongthe Corridor is that "Kel" sells 
tothe highest bidder. In fact, her connections to 
the Empire and the underworld are merely there 
to make sure she has a steady supply of new 
Imperial technology available to pass on to the 
Rebellion. 
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Trix-sor 


Type: Retired Sic-Six 

DEXTERITY 2D«2 

KNOWLEDGE 3D 

Alien species 5D, cul- 

tures 4D+2, intimidation 

4D+2, languages 7D+1, 

streetwise 5D«1 

MECHANICAL 2D+1 

PERCEPTION 3D 

Bargain 4D, gambling5D, 

search 4D+2 

STRENGTH 3D 

TECHNICAL 3D 

Special Abilities: 

Poison: Anyone injected with Sic-Six poison must make 
a Moderate Strength roll or be paralyzed for 1D+2 
rounds. 

Sight: S 
ranges. 

Hearing: Sic-Six get a +3D bonus to any Perception 
checks involving hearing. Any explosions within 20 
meters ofa x cause upwards of 6D sound damage. 
Webbing: Sic-Six can make very find webs. See Galaxy 
Guide 4: Alien Races, page 82. 

Character Points: 6 

Move: 10 

Equipment: Chemical vials, 10,000 credits, fine robes, 
small sack of ryll 


ic-Six can see in the ultraviolet and infrared 


Capsule: Trix-sor is a wealthy Sic-Six who retired 
to Cloud City several years ago to enjoy a life of 
fine food, gambling and celebration. He is ad- 
dicted to ryll spice and is known for his extrava- 
gant tastes. The insectoid has refused to be- 
come a citizen of the city so he can still enjoy 
Cloud City’s casinos, and he has a private suite 
in the elite H'gaard Park Towers, overlooking 
Figg Plaza. He is on good terms with most of his 
neighbors, including a number of new Exex. 

While no one openly speaks of this, it is a well- 
known secret that Trix-sor is a former “fanger” 
for an Imperial noble: the Sic-Six injected the 
noble and his guests with his “poison,” which 
induces delirium. 

He has retired on his seemingly inexhaustible 
fortune, although Trix-sor still seems to have a 
great number of friends who stop by for a brief 
visit. 

Trix-sor is fluent in nearly 30 languages, al- 
though his speech is high pitched and cluttered 
with squeaks and chirps. He is a polite, but 
sarcastic being who enjoys the challenge of 
besting another being at the gambling tables. He 
is an exceptionally good sport. 

Trix-sor is on permanent retainer to Lord 
Spenz, a minor Imperial noble with ambitions to 
increase his power and influence. Spenz uses 
Trix-sor as a spy to keep track of the events and 
goings-on in Cloud City. 
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Inkur 


Type: Ugnaught 
DEXTERITY 2D 

Dodge 2D+1 
KNOWLEDGE 1D 
Cultures: Ugnaught 
tribes 5D, languages 
3D+2, streetwise 4D 4 
MECHANICAL 2D+1 
Repulsorlift operation 
3D+1 

PERCEPTION 2D+1 
Con 3D+1, investigation: 
Cloud City 4D+1 
STRENGTH 3D 
Brawling 3D+2 
TECHNICAL 1D+1 
Security 2D+2 

Move: 10 

Equipment: Datapad 


Capsule: Inkur is a “dealmaker” for the Irden 
Ugnaught tribe. He is in his mid-thirties and 
wears a faded red smock. He has light brown 
skin with a bright pink snout. 

Inkur can be found wandering the middle and 
lower levels of Cloud City, particularly Port Town, 
where he quietly takes notice of who's doing 
what so that he can report any strange going-ons 
to the Irden Council. Inkur places the interests of 
his tribe over personal profit: he is scrupulously 
honest and has never taken a bribe. However, he 
knows that his tribe has much to gain if he makes 
good deals. 

Inkur can arrange certain favors for those 
who wish to avoid Cloud City's sometimes cum- 
bersome bureaucracy and he has been known to 
arrange false IDs and landing permits if the price 
is right. Inkur takes great care to make sure that 
any deals will not get the tribal Council in much 
trouble if they are uncovered. He draws the line 
at Tibanna gas smuggling since such activities 
could not only endanger the tribe, but could also 
mean the end of Cloud City’s fragile indepen- 
dence. 

Inkur is a skeptical being. He learned from 
experience that most people in Port Town are 
not to be trusted and he never takes people at 
face value. However, he has also been known to 
lend a helping hand to those who are obviously 
down on their luck and as a result is owed favors 
by many beings in the City. 

Recently, Inkur has been asked by the tribe to 
secure several large repulsorlift generators, al- 
though he doesn’t know why. He suspects the 
tribe may want to build mining platforms in the 
lower levels of Bespin's atmosphere. 
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Honn Dangel 


Type: Bespin Meteorolo- 
gist 
DEXTERITY 5D 

Blaster 5D+2, brawling 

parry 6D+2, dodge 7D, 

melee combat 6D, melee 

parry 7D, running 7D 

KNOWLEDGE 3D 

Alien species 5D, cul- 

tures 4D+1, streetwise 

7D, survival 4D, value 

4D+1, weather predic- 

tion 6D+2 

MECHANICAL 2D 

Astrogation 3D, sensors, 2D+2, space transports 3D, 
swoop operation 4D+2 

PERCEPTION 3D 

Bargain 4D, search 4D, sneak 4D+2 

STRENGTH 3D 

TECHNICAL 2D 

Blaster repair 4D, first aid 5D 

Special Skills: 

Knowledge skills: 

Weather Prediction: Time to use: One minute. This skill 
allows Meris to accurately predict weather. This is a 
Difficult task on Bespin. The prediction is effective for 
four hours; the difficulty increases if the Meris wants 
to predict over a longer period of time. 

Special Abilities: 

Skill Bonus; Advancing in the skills of agriculture, first 
aid or medicine costs half the normal amount of skill 
points. 

Stealth: Meris gain a +2D when using sneak. 
Character Points: 10 

Move: 10 

Equipment: Comlink, ground alert alarm activtor 


Capsule: Dangel is a tall humaniod from Merisee. 
He has dark blue skin, a prominent eyebrow 
ridge, webbed hands, and a graceful style of 
movement. Those unfamiliar with alien species 
are likely to mistake him for a Teltior, a related 
race from the same planet. They are more widely 
traveled, and lack the eyeridge. 

Merisee is a world renowned for medicine 
and agriculture. Dangel has little talent in either 
field. He served in the Merisee military in his 
youth, and went on to wander the stars after his 
discharge. His combat skills were useful in help- 
ing him earn a living, but he didn’t find his niche 
until he came to Cloud City. 

After a few days in Cloud City, Dangel discov- 
ered how valuable a commodity being able to 
predict the weather is to a city beset by terrible 
wind storms. He was turned away at first, since 
he has no formal training in meteorology, but 
quickly obtained a post by publicly predicting 
several storms, a few of which were not forecast 
by the Storm Guard officials. 

His career there has been particularly suc- 
cessful, thanks to his inborn ability to predict 
the weather, and he is now a shift supervisor. 
Dangel works the first night shift in the watch 
station atop Kerros' Tower, but is always sam- 
pling the weather when he is out in the open. He 
spends a lot of his free time in the sports arenas. 
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Dr. Kanjil Mang 
Type: Ishi Tib Anthro- 


polgist 

DEXTERITY 3D 

Dodge 4D 

KNOWLEDGE 4D 

Alien species 6D, alien 

species: Humans 8D, 

alien species: Ugnaughts 

6D+1, alien species: 

Wookiees 7D, bureau- 

cracy 5D+2, cultures 

5D+1, cultures: Humans 

7D+1, cultures: Ug- 

naughts 6D+2, cultures: Wookiees 6D, languages 5D+2, 
languages: Ugnaught 4D+2, languages: Wookiee 5D, 
scholar: anthropology 7D+ treetw loud City's 
Mining Quarter 6D, surviv: ingle 6D, value 5D+2 
MECHANICAL 2D+2 

Beast riding 3D+1, repulsorlift operation 4D 
PERCEPTION 4D 

Bargain 5D, command 5D+2, con 4D+2, persuasion 6D 
STRENGTH 2D 

Swimming 5D 

TECHNICAL 3D+1 

First aid 4D 

Special Abilities: 

Beak: Does STR«2D damage. 

Planners: Ishi Tib are natural planners and organizers. 
Immersion: The Ishi Tib must fully immerse them- 
selves for 10 rounds in a saline solution once every 30 
hours or suffer 1D of damage every hour . 

Character Points: 7 

Move: 9 


Equipment: Comlink, datapad, secretary droid 


Capsule: Dr. Mang is a short Ishi Tib who has a 
soft, gutteral voice and a habit of speaking with 
her flukes. She is even-tempered and calm, but 
quite defensive of her charges. 

Mang is an anthropologist from the Univer- 
sity of Tibrin who has made a career of studying 
alien culture. Mang concentrates on studying 
smaller societies a bit off the beaten track. Her 
current project, studying the cultures of trans- 
planted primitive enclave societies placed in 
advanced industrial settings, has brought her to 
Cloud City to study the Ugnaughts. 

Over a period of a year, Mang has integrated 
herself into Ugnaught society to the extent that 
the Irden and Botrut tribes have both made her 
an honorary tribe member. Most Ugnaughts are 
flattered that anyone cares enough about their 
culture to study it. 

Mang is intimately familiar with the warrens 
and byways of the Mining Quarter, and is an 
expert on Ugnaught culture and art. She knows 
just about anyone who is anyone in Ugnaught 
society, and can call in quite a few favors from 
friends if she so chooses. 

The hot dry atmosphere of the Mining Quar- 
ter is very hard on Ishi Tib skin, and Mang 
spends a few hours each day in the compara- 
tively humid air of the upper tourist areas, sip- 
ping a drink in one of the plaza cafes or bathing 
in a bath house. 
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The galactic civil war between the Empire and Rebel Alliance has 
moved on from the isolated Yavin system, but adventure, new civiliza- 
tions and great danger can still be found around the gas giant and its 
moons. Find out why the Empire has quietly established a new base 
near the ruins of the first Death Star and brave the mighty storms of 
mighty Yavin itself in search of untold wealth. Slog through the icy tun- 
dra of Yavin 8 in search of a downed imperial spy or cut through the 
thick tangle of Yavin 4's jungles to explore the ancient Massasi temples 
which tower over the forest canopy. 


Cloud City is a booming trade town located in a little-traveled pocket 
of space just off the Corellian Trade Spine. The Imperial annexation of 
the city is still two years away and life is still fast and good for the 
traders, tourists, business executives, gamblers and rogues who call 
Bespin home. Sample the decadent delights of Cloud City's pleasure 
palaces or cut shady deals in the dark and gritty world of Port Town. 
Gamble away all your belongings or, if you're good enough, you just 
might win rulership of the city for life! Move beyond Cloud City to 
brave the dreaded sky sharks that haunt the wilds of Bespin's skies or 
discover the secret of the planet Miser. 


Yavin and Bespin are two of the most important systems in the Star 
Wars movie trilogy. This comprehensive volume details the creatures, 
aliens, cultures and geopgraphy of both planets. Galaxy Guide 2: Yavin 
and Bespin provides newly-disclosed data that will fascinate movie fans 
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